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Introduction 


M 


Every night the dream’s the same. Chaotic, frightening visions collide in your 
subconscious, as they collectively weave a futuristic nightmare you can barely 
stand and scarcely believe. Their sequence occasionally changes, but the same 
haunting visions turn up night after night. And once the flood of images starts, 
it can’t be stopped or slowed. It only accelerates, with each vision tumbling 
over the previous one, until the whole twisted collage is moving at breakneck 
speed. Then, when it can’t get any louder or more frenzied, the show stops, 
careening to a halt like a land rocket slamming on brakes. You awake with a 
nearly electric jolt. It's no wonder that you're always sweating bullets and 
gasping for breath, with your bedsheets twisted into knots. 


A Flood of 
Images 


First, you see an eye, 
blinking and afraid. It's your 
eye—but with a striking 
difference. Extending 
outward from the black of E 
your pupil are small radials, M- "S 
light green in nature (the 
color of some LED 
displays). The effect is 
startling, making the iris 
of your eye appear to have What strange future is this, where even the eyes have 
been encoded with some been digitized? 

odd electronic language. 
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It looks like an active volcano, but there's no lava to be seen 
and whatever is coming out of the peak is being sucked 
straight upward, beyond earth's skies. 


Adapting to the future can be a painful experience, as your 
character is about to find out. 


MOLT 


Then there are the 
black and white images of 
the first primitive atomic 
blasts, as filmed from above 
Ground Zero. The mushroom 
clouds roll upward slowly, 
majestically, and terrifyingly. 
In your dream you hear 
the sounds of instant 
vaporization and the steady 
rumblings produced by the 
explosion’s aftershocks. 

In sharp contrast to 
these monochromatic 
images, you then see 
consoles and computer 
displays that are obviously 
high-tech. You can’t tell 
what these displays are 
profiling, although you can 
discern globes and maps, as 
well as complex meters and 
graph representations. 

Next you notice what 
looks like a volcanic peak in 
the far distance—it’s active 
but not in the usual way. 
Instead of molten lava 
spilling down the sides of 
the mountain, the energy is 
rising upward, being pulled 
out the volcano by some 
awesome power greater than 
its own. 


There are other stray visions crammed into the nightmarish mix. Some of 
these visions make sense, while others only leave you puzzled: you see yourself 
giving a full-throated scream, a spaceship you don’t recognize, a children’s 


INTRODUCTION: FIRST GLIMPSE OF A NIGHTMAR 


OO ———————————————————— E 


birthday party, a house being blown down by a nuclear shock wave, and what 
appears to be a box flying through the air. 

Then, most disturbing of all, there are the images of a monstrous surgical 
transformation. You see yourself being fitted with some kind of huge 
headset, with your expressions of fear replaced by those of pain as probes from 
the headset actually penetrate your skull. Even within your tortured dream state, 
you can tell that your brain is being linked to some outside force. But why, and 
by whom? 


Slam Bang Opening 


The full-motion video sequence that opens Microsoft's Urban Assault does 
an incredible job of summarizing the game's story and capturing its haunted 
depiction of a future where humans are largely obsolete. In this brave new 
world, machinery has not only become aware, it's also determined to help 
save the earth from human in-fighting and intergalactic imperialism. In fact, 
the Machines have selected you to control their efforts, sensing in you a deep 
capacity for strategic thought and a clear understanding of treacherous 
human motives. 

That's why they've put 
you in charge of a mighty 
arsenal of roboticized battle 
vehicles, which you control 
simply through the thoughts 
you send through your 
headset. During actual 
gameplay this process is 
slightly more involved, but 
it's made simple and kept 
that way by a sensible 
interface. You fight in 
4] different single-player 
missions (there are also 
54 different multiplayer 


scenarios), as you advance As the General overseeing the combined operations of 
to each new level by different battle teams, you'll rely on strategic tools like 
capturing individual this map. 
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territories (or sectors) through heated exchanges with any of your four sworn 
enemy factions. 

What's unique about Urban Assault is its remarkable range of playing 
options. This is a war game where you aren't relegated to one fighting role. 
Here you're the General, when you need to plot overall strategy themes. At 
other times you're also a tank commander, a pilot, a turret gunner, a 
manufacturer of fighting machinery, and so forth. And in order to play the game 
well, you need to capably oversee the activities of every battle team in your 
army—meaning you're going to stay very busy. 


Future Shock-er 


Microsoft (along with developer TerraTools) has successfully and efficiently 
blended two game genres: Action and Real-time Strategy. The results are truly 
exciting, yet demanding. There's so much to do in Urban Assault, and so many 
ways to do it, that you very well might need some guidance to perfect your 
ability to juggle the game's different activities. 

Look no further; if it's 
guidance you need, you've 
come to the right place. 
Microsoft's Urban Assault: 
Inside Moves is your 
complete handbook to 
understanding the game. 
We'll show you how 
to master your field 
management style so that 
all of your battle units 
can smoothly function 
together—like the parts of an 
engine. We'll also get down 
to ground level and slug it 
out in fiery battle sequences, 


Aside from your tactical skills, you'll need plenty of good old With one fighting unit 
fashioned hand-to-eye coordination to master Urban Assaults waging war against another. 


full-bore battle sequences. 


Along the way we'll also 
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discuss ways to get even more out of the game, by exploring options like 
multiplayer gaming. In short, we'll help you flatten your learning curve and 
maximize your enjoyment of Urban Assault, a game that takes no prisoners—at 
least not human ones. 
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Chapter One 


Wion IL 


An eerie solitude haunts these emptied streets. This is a ghost town if ever there 
was one. The buildings litter the desert sands like seashells on a beach, 
evidence that there used to be life here. Welcome to the war of the future (and 
the future of war) based on a fresh philosophy of dehumanization—spare the 
buildings at all costs and annihilate all human targets. This is the ultimate 
promise first suggested by the Neutron Bomb back in the twentieth century: 
leave the spoils of war intact so the victors can fully enjoy them. 

This is madness. 

Of course, just because these buildings are empty doesn't guarantee that 
they're harmless. As you'll soon learn, the alien threat makes smart use of the 
physical plant—almost every aircraft that launches into offensive action hovers 
into view from behind a structure's edge. Danger is a constant companion here, 
one that can lurk behind any 
of the many buildings. 

Some of these structures 
look unfazed by battle, while 
others look infected with 
combat fatigue—beat all to 
hell, scarred by stray artillery 
fire, pounded by massive 
weapons of mass destruction. 
You notice melon-sized holes 
in some walls, and what 
appears to be blood on 
others. The whole city is 
covered with a hazy pallor of 
death—everywhere you turn 
you know you're seeing the 
remains of a warzone. 


The town's still standing, but nobody's home. 
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From Pandemic to Pandemonium 


It's been a tough millenium so far. By the end of the twenty-first century, the 
world was sick—or at least most of its inhabitants were. The plague that swept 
across the earth was mysterious, sudden, and brutal. Many millions of people 
took ill, lingered in slow agony and, when they eventually got lucky, died. This 
was disease on a horrible new level, an infection that took no prisoners and left 
no clues. Man, for all his vaunted medical knowledge, was powerless to repel 
this vicious pandemic. Research scientists, hitting one dead-end after another, 
were completely stymied. Doctors could do little more than dull their patients' 
agonizing pain—cures and treatments simply weren't available. 

Initially, no one knew where to pin the blame on the elusive pandemic 
plaguing the world. Then, the source of the illness was discovered. And 
although the evidence couldn't really be disputed, it could hardly be believed. 


Meeting the Neighbors 


The simple explanation is that the sources of contamination were giant 
mushroom-type organisms generated from an alien source. These “mushrooms” 
were discovered to contain intense concentrations of toxins, poisons so 
powerful that they could infect mass numbers of humans. The shock of this 
discovery was immediate and profound, proof positive of other life elsewhere. 
No longer could man cling to his vain notions of being the sole living occupant 
of the universe. 

Other discoveries followed, culminating in the eventual contact (circa 
2107) with an alien race called the Mykonians. This was the breakthrough 
moment, and had it been peaceful, it would surely have been recognized as a 
pivotal step in the development of mankind. As it turned out, however, it 
spelled nothing but doom for humanity. The Mykonians weren't interested in 
peaceful coexistence. Instead, the alien force informed earth's leadership of its 
plans to incorporate earth into “the Mykonian community.” Through a rapid- 
fire exchange of messages, the gauntlet was unmistakably thrown down. The 
Mykonian intent was clear; “You want your freedom. Then fight for it.” 

And that's exactly what happened. People started fighting back. The attacks 
on Mykonian warships first came from the armed forces of governments who 
had declared war on the Mykonians. In time, however, the entire world rose up 


against the outsiders. Even 
the private sector got 
involved, with individual 
corporations engaging the 
Mykonians in combat. 
Unfortunately, victory 
didn't come cheap or 
easily against such 
formidable opposition. In 
time, the resistance 
movement grew weary. 
Attrition wore down the 
human effort, sapping 
its strength and weakening 
its spirit. The countries 


couldn't even figure out 
who the real enemies were— — /f the Mykonians had been friendly, there wouldn't have 


been a need for war machinery like this—or would there? 


the Mykonians or each other. 
Complicating matters further was the imminent arrival of the Sulgogars— 
another alien race determined to annex the Earth. The Sulgogars have already 
left their imprint on the earth, by spawning toxic mushrooms. 


Tower of Babble 


To their credit, the people of earth made a last-ditch effort to join ranks, and 
achieved some success. It was 2120, the last year above ground. Realizing the 
severity of their situation, the earth's various peoples worked to create solidarity 
by establishing the Earth Alliance. 

The initial results were highly promising. Although ridding the earth of the 
alien menace was a monstrous problem, it was at least encouraging to hear 
calm and constructive discussion. 

In time, however, traditional jealousies and rivalries came out of hiding and 
began to complicate matters for the Earth Alliance. Factions fought for control, 
more interested in claiming greater political power than eliminating the alien 
threat. Eventually, a “Tower of Babel" effect was created in which the peoples 
of many different lands shouted at each other, each in their own native tongue. 
The result was confusion, anger, and ultimately, anarchy. 
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From Bad 
to Worst 


Tensions continued to 
escalate between the various 
world powers, who disagreed 
on what plan of action to 
take against the alien forces 
hungry for earth territory. 
Longstanding hatreds and 
prejudices then surfaced, and 
the situation deteriorated by 
the minute. Those days were 
the worst, each as filled with 
as much terror and madness 
Urban Asault lets you command both ground and air units, as the miserable times ahead. 
including many types of each. No one knew what was 
going to happen, or when 

or where it would start, but everyone felt a creepy sense of anticipation. 

Something was about to go down, and it wasn't going to be pleasant. 

Eventually the wait ended—with a bang. 

It was an accident, really. Ironically, it was a nuclear accident that triggered 
a massive response, a misfire that started a race, except that once this contest 
was set in motion the runners could not be called back to their marks. After the 
first nuclear volley was fired—never mind who started it—the retaliatory strikes 
were swift and severe. Explosion begat explosion as more and more countries 
were dragged into the conflict. Earth-rocking nuclear detonations spread like 
wildfires migrating from one forest to another. Cities were leveled, cultures 
were ruined. Generations were depleted and families were erased. 

The overwhelming majority of the earth's citizens were killed instantly in 
the nuclear showdown—actual bodycounts weren't feasible in this broken 
world. Those with the saddest fates, however, were the survivors. To the 
survivors fell the burden of slow death, radiation sickness, torturous memories, 
skin mutations, and ruined lives. Those strong enough to endure did, but 
everyone else fell by the wayside. After it was all said and done, the cumulative 
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CHAPTER ONE: LAST-DITCH ALLIANCE 


effects of illness and nuclear 
war left only a handful of 
survivors—some 19 million 
to carry on. 

Such was the bitter fruit 
of The Big Mistake (as it 
came to be called), a phrase 
applied not only to the 
nuclear firestorm, but to the 
ecological damage man 
inflicted on his own planet. 
The Big Mistake seemed to 
be everywhere you turned— 
in the nuclear-scarred terrain 
and in the oceans strangled 


by nS : pollution. Even This map is full of enemies, not all of them alien. The 
more sinister, people knew highlighted region is a hotbed of trouble; it's one of the 
that some consequences of known territories of the hostile Taerkastens. 

The Big Mistake were 


invisible, like the eroded atmosphere caused by industrial gases. In the debate 
that resulted, two less-mainstream cultures blamed the more sophisticated 
countries for their role in ruining the planet and spreading the nuclear threat. 
The Ghorkovs have a different axe to grind with you—as Totalitarians they 
resent The Resistance's pro-freedom stance. Taerkastens, have let it be known 
that they blame the industrial nations for The Big Mistake, and they're prepared 
to back up their accusations with force. Consequently, while the world is being 
attacked by aliens, the nations of the earth are also at war among themselves, 
yet again. 


Forging a New Alliance 


One of the strangest ironies about The Big Mistake was its timing. Human 
intelligence was blossoming, primarily through technological advancement. 
Artificial Intelligence, in particular, had developed at an exponential rate. 
Machinery had not only been largely perfected, but had also been made aware. 
By becoming perfectly intuitive, The Machines developed definite 
behavior patterns, as well as other group dynamics necessary for establishing 
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a society. After all, that's what The Machines had become—a social force to 
be reckoned with, another party demanding consideration in this war with the 
Mykonians and others. 

The humans were only too happy to find a partner—any partner—that 
would help them take up arms against the invaders. Between the plague that 
ravaged people from within and the death that rained down on them from 
nuclear holocaust and alien invasion, everything had been turned upside down. 
Nature's old pecking order was meaningless now; humans had become 
something of an endangered species. 

In older (some would say ancient) wars, scores of soldiers would flock 
around the rare war machine, like the primitive land tanks used in the twentieth 
century. Now multiple machines are sent into battle, controlled by the rare 
soldier. Suffice it to say that most people would rather remain below ground, 
holed up in their individual bunkers, and let the machines slug it out with the 
marauding Mykonians. 

All orders are cut at the Main Host Battle Station, the nerve center of our 
resistance movement. This is where man and machinery join forces and direct 
the anti-Mykonian war effort. The word from the Main Host Battle Station is 
that you're to be afforded access to all areas of the system, and that you've 
been enlisted to formulate our strategic policy. That's a lot of power for one 
person to carry. But you'll need every ounce of it against the Mykonians, not to 
mention the Taerkastens, Ghorkovs and Sulgugors. 


Strange Days 


It's been another strange day here in The New World. As usual, the skies are 
threateningly dark, and yet oddly calm. This is one of the rare quiet times when 
the skies aren't being rocked by an exchange of firepower. There's been much 
fighting here lately. The Mykonians have hungered for this sector for quite a 
while, and they're determined not to let it slip through their fingers again. 
We've seen plenty of start-and-stop skirmishes that didn’t add up to much, and 
a few real humdingers that did. We've probably taken about as much as we've 
given today, and if you were to pile up all their wrecked machinery and 
compare it to a heap of our twisted junk, you'd find the weights comparable. 
The viewscreen for my above-ground monitor shows torched fields and the 
occasional building or two—hollowed-out reminders of a gutted civilization. 


Looking around my compact 
little bunker, safe beneath the 
surface, I am reminded that 
this is now my cage and my 
kingdom. This is where I sit 
and control the machines at 
my command. They do my 
bidding while I’m relatively 
comfortable in my secure 
underground dwelling. This 
is where I live, if you call 
this living. 

Ican tell by the look in 
your eye that you want to 
ask a question, to find out 
how bleak our current 
situation is. Well, I won't 
lie to you; I don't think we 
have a chance in hell. Let's face it—we’re fighting an advanced and voracious 
enemy presence. Furthermore, we have no real infrastructure anymore, no 
governing body to call our shots—only a rag-tag band of diehard survivors, 
united by a shared love of survival and common hatred of alien imperialists. 

The good news is that we've become tougher than desert rats, and able to 
adapt to life in our underground caves and passageways. Machine has become 
master, and man has become mole. Understand—T m not really complaining, 
this is simply how things are now. There may even be brighter days ahead, too. 
The Machines must see something in you, some potential ability to lead us out 
of this mess for good, or they wouldn't have installed that mental link 
connecting your brain to all of our defensive computers. The Machines have 
obviously chosen you to control the entire Resistance effort. 

Next we'll show you how things work down here, and how you'll guide 
our war efforts. I hope you'll listen up during the first go-round; we don't have 
time for a lot of follow-up questions when things get hot "upstairs." 

I don't know whether to welcome you aboard, or tell you to turn tail and 
run like hell. Instead, I say both things silently by delivering a quick salute. 
After all, where would you run to, anyway? 


Trouble can appear anywhere anytime—like the battle 
choppers heading down this street to attack you. 


a 


Chapter Two 


] 


The only thing better than an exciting game is a pair of them. And that's exactly 
what Microsoft delivers with Microsoft's Urban Assault, which blends the most 
compelling aspects of two popular genres: Action and Real-time Strategy. Both 
types of game attract legions of fans, but players have typically been devoted 

to one genre or the other—rarely both. Each group seems to have very definite 
opinions about the type of game they don't play. Action games, for instance, 
are regularly viewed as simple reflex workouts that don't offer much mental 
challenge—twitch games with lots of eye candy. Meanwhile, Strategy games 
suffer from the reverse perception—that they're slow-paced and limited in their 
presentation (dull graphics, and so forth). 

Urban Assault offers the best of both gaming worlds, and in the process 
avoids any of the negatives 
associated with either genre. 
The developer, TerraTools, 
took advantage of the latest 
compression technologies 
to cram the program with 
incendiary battle action and 
realistic tactical planning. 
Now there's finally a game 
that can satisfy both camps, 
rendered in a mind-boggling 
3D environment that brings 
the game's post-apocalyptic 
storyline to stunning and 
unforgettable life. 

Call it a thinking- 
person's shooter, or a 


Strategy you can see: Urban Assault's optional onscreen 
strategy game that really map makes it easy to plot tactics, and because its gridded 
rocks. However you think of frame is nearly transparent, it shouldn't obscure your view. 
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it, you're sure to find plenty to enjoy in Urban Assault, whether you prefer to 
do your fighting on the front lines or at the commander's map table. 


Getting Down to Business 


If you need a refresher course on Urban Assault's plotline—and you might— 
refer to the sidebar labeled “The Story So Far." There you'll find a concise 
retelling of the strange and horrific events that have shouldered you (and 

you alone) with the responsibility of rescuing the planet Earth from quick 
intergalactic acquisition. 

For now, however, let's spend a moment discussing the game's basic 
activities—the kind of things you'll be doing as you go about your brutal work 
of saving mankind. 

Before action commences, you'll be shown a world map that's been 
cordoned off into sections. These 40 geographic territories constitute Urban 
Assault's levels. Since you already know that the world's in great peril, it 
should come as little surprise to you that there's trouble everywhere, in each 
and every level. It's your duty as the leader of the human-based Resistance 
movement to cut a swath across the map, making incremental progress and 
individually claiming each territory by terminating its enemy presences, 
whether they be in the form of aliens (the Mykonians or Sulgogars) or 
antagonistic human forces (the Ghorkovs and Taerkastens). You will be glad 
to know that it won't be necessary for you to clean house in all 40 levels in 
order to win the game. Seizing control of the right string of levels is the key 
to victory here. You are able to more completely direct your own destiny 
because of the game's multiple branching paths. There's more than one 
possible route to victory in this game. Not only does this empower you, but it 
also enhances the game's replay value. As you will learn through the course of 
this book, the overriding strength of Urban Assault is its wealth of options, and 
these multiple branching paths are a prime example. 


“Take-Charge” Kind of Guy 


You'll be educated for each battle (courtesy of the Briefing Screen, discussed in 
Chapter Seven: Single-Player Missions). Then you'll be firmly in control— 
guiding the destiny of human life from your perch at the Host Station, which 
serves as your headquarters and control panel, not to mention your window on 
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the world. Get used to it, pal; 
you've got a world of trouble 
to deal with, so you're going 
to be here for awhile. 


Job One, Goal One 


The principle activity in 
every level is attacking 
adversaries (in addition to 
manufacturing the war 
machinery to fight those 
enemies), but the principle 
goal of every level is finding 
your way out of the level, so 
you can move on to your 
next territory. Getting out Sure, you can get to the beam gate—but will you be allowed 
means reaching and opening t° use it? 

the beam gate, the gigantic 

transducer that shuttles you and your equipment away to the next level. 


The Most Precious Commodity of All 


There are other complications as well, like learning how to ration the game's 
most precious commodity: energy (see “Energy Crisis: 2107" later in this 
chapter for more on this). This activity alone will consume a good deal of 

your time, as it should. Maintaining energy (in this case, a plasma which you 
use to create your arsenal) is absolutely critical to your success; without ample 
amounts of energy you can't field the proper counterforce against the marauding 
alien (and human) attackers. Naturally, your enemies will attempt to thwart 
your progress and ambush you at every opportunity, especially when you 
attempt to gain control of the various power stations found in every territory. 


Finding the Hot Spots 


You're at Host Station as each battle scenario begins. Thanks to Urban 
Assault's seamless interface, you're given access to multiple viewpoints, which 
you use to follow the progress of your various fighting forces. 


Microsoft 


Game Roster 


One thing about the post-apocalyptic world—your interaction with others might be 
limited, but you're definitely not going to get lonely. Here's a nutshell explanation of 
who's who in Urban Assault. (For more information about our cast of characters, 
check out Chapter Four: Race Warriors.) 


The Resistance: This means you (that is, if you're involved in a single-player game). 
You're the last defender of human civilization, plain and simple, and that mass of 
wires leading from your brain to scores of super-violent battle computers indicates 
that the machines consider you the right person for the job. 


The Ghorkovs: An Eastern European culture that bucks post-apocalyptic convention 
by living above-ground. Not only are these people surviving, but their war machine 
seems to be thriving, and their rampant use of radiation as a war tool makes them a 
threat to take seriously. There are two other reasons to keep the Ghorkovs at bay: (1) 
They despise The Resistance and blame its membership for allowing The Big Mistake 
to transpire; and (2) They're hungry to take over. 


The Taerkastens: Like a race of wild hill people, the Taerkastens keep to 
themselves and remain fully engaged in unknown pursuits. Anachronistic even in 
battle, the Taerkastens will go to war with whatever equipment they can find, even if 
it's several hundreds of years old. A primitive culture, the Taerkastens have little use 
for modernity or The Resistance. 


The remaining enemy forces are persona non humanus (i.e. aliens). 


The Mykonians: Perhaps the greatest threat to your overall safety, the Mykonians 
are an advanced alien culture with imperialist plans for the earth. Specifically, the 
aliens are eager to sap the heat energy present in the earth's core. This will ruin the 
planet forever of course (making it wobble on its demagnetized axis like a toy 
gyroscope that's running out of spin power), not that the Mykonians care. Oddly, the 
Mykonians are controlled by a single super-brain that sends all of their war machinery 
into action. Sound familiar? 


The Sulgogar: The second alien invasion is being waged by the Sulgogar. Like the 
Mykonians, the Sulgogar hope to capitalize on the earth's riches. A vegetable species 
that defies human understanding, the Sulgogar use super-advanced genetics and 
other life sciences to help cement their place on earth, and pave the way for their 
acquisition of our planet. 
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First, of course, you've 
got to find the enemy. 
Luckily, you're well 
equipped when it comes to 
intelligence gathering. The 
inset battle map (triggered by 
pressing the Map button) is a 
wonder—it gives you all the 
key tactical information you 
need concerning the presence 
of enemy forces in the 
territory. Each type of 
enemy squad is depicted by 
an easily recognizable icon, 
so you know where all the 


alien creeps are hiding out. 
Another nice feature of the Warning! Imminent invasion of Mykonian cube-craft. Ever 
feel boxed-in? 


Map is its nearly transparent 
nature. It floats over part of the monitor's surface, but doesn't completely 
obscure whatever action might be taking place directly beneath 

it. Equally handy: the Map is scalable, so you control how much 

screen space it occupies. You can also zoom in on specific areas of the Map 
when you need a closer look at hotspots. (For more information on the Map, 
refer to those parts of Chapter Three: Digging In that deal specifically with the 
game's interface.) 


Lowering the Boom 


Once you've found the enemy and have determined what course of engagement 
you want to put into play, all that remains is dispatching your forces (this 
assumes that you've already created any additional squadrons you feel are 
needed, as explained later in this chapter in “Energy Crisis: 2107"). Sending 
your mechanized troops into battle couldn't be one bit easier, thanks to the 
game's carefully planned interface. All you need to do is drag a frame around 
your chosen squads, and then relocate your cursor and click on the map 
location that's ripe for battle. That's all it takes. Before you know it, the wheels 
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are churning and your forces are on their way, ready to do your strategic 
bidding. It’s good that sending your troops into battle is an easy process, 
because once the fur starts flying, you don’t have time to wrestle with a clunky 
interface that requires extra steps. You'll be running and gunning, and setting 
up mini-theaters of battle. 


A Friend When You Need One 


You have another tool for managing your fighting forces called the Squadron 
Manager. This subscreen (triggered by pressing the Squadron Manager icon 

at the bottom of the Game Screen Panel) is enormously helpful and multitasks 
quite capably. In addition to dispatching squads, the Squadron Manager can be 
used for determining how aggressive you want your forces to be when it 
comes time to rumble. Furthermore, with the Squadron Manager you can 
assign to specific squadrons duties that are constantly necessary to perform. 
Then you might leave them in place with orders to always be gathering 
information, for instance, or always be defending the home fort. The Squadron 
Manager is an attaché that the smart field commander will employ to make 

his or her operations run more smoothly and enjoyably. You can use the 
Squadron Manager to reorganize or move units, and adjust the squadron’s 
aggressiveness level. (The Squadron Manager is covered in depth in Chapter 
Six: Precious Resources.) 


“Lights, Camera, Action!” 


That briefly covers the Strategy side of things, which is not even fully half of 
the game. It’s always been Microsoft’s intention that Urban Assault remain first 
and foremost an Action game, albeit one that includes massive amounts of 
Strategy. Therefore, the game places considerable emphasis on slugging it 

out with the enemy in heated direct confrontation—your machines against 

the aliens’. 

You’ve got tons of hardware from which to choose, too. You have more 
than 15 vehicles at your disposal; vehicles that you can hop into at a click and 
operate yourself. Ever wanted to fly a battle chopper? Now, you’ve got your 
chance. Ever driven a tank? Climb in. Better still, control different types of 
vehicles in rapid succession, something impossible to do quickly in the physical 
world. Drive a jeep, then immediately take off in a fighter jet. When Urban 
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Assault promises hot combat 
action, it’s no idle boast. In 
this game you'll enjoy better 
hands-on access to the latest 
tools of warfare than a 
visiting Pentagon VIP. 

Of course, you're going 
to need every machine in 
your arsenal, especially 
since you're at war with 
four different factions, who 
among them have over 50 
kinds of vehicles from which 
to choose. The variety among 
this war machinery is simply 
amazing, everything ranging 
from futuristic Mykonian 
alien craft to the retro-arsenal 
sported by the wild 
Taerkastans—these human 
enemies willscavenge — . 
anything as long as it's still 
functional. We're talking 
about a vulture culture that 
wages war in dirigibles 
and old-timey, propeller- 
driven aircraft! 

We'll profile the various 
types of warcraft and show 
you how you can customize 
your vehicles with 
Technology Upgrades in 
Chapter Five: Mix *n' Match 
Machinery. And our 
discussion of Urban Assault's 
Action component will 
continue throughout the book. 


The Squadron Manager helps keep up with your battle units, 
and can assist you in dispersing them into action. 


Thanks to well-designed interface, all it takes is a couple of 
clicks to make your own Dragonfly chopper. 
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The business of carefully 
managing your supplies of 
energy is so central to your 
success as a commander that 
we devote the majority of 
Chapter Six: Precious 
Resources to it. For one 
thing, your energy is not 
unlimited. You're only 
staked with a limited amount 
of juice, and then you're on 
your own. Energy is the 


Before you know it, you'll be hovering into battle, like plasma you utilize to create 
here, where you're dogfighting with some "ancient" your fleet of war vehicles, 
Taerkasten airplanes. and the bottom line is that 


you simply can't consistently 
win battles if you're unable 
to assemble a credible 
counter-resistance. You 
won't have to play Urban 
Assault long before realizing 
that energy is truly the coin 
of the realm in this game. 
Other activities also sap 
your energy (as explained 

in Chapter Six), so it's 
important that you're aware 
of how much energy certain 
activities drain. Your war 
effort ravenously consumes 
energy, and the only thing 


The Host Station is a miracle of advanced engineering—a you can do is feed the beast. 
mammoth flying fortress that moves quietly and carries a Levels contain varying 
very big gun. numbers of power stations, 
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and you've got to make the power-grab to acquire as many of them as you 
possibly can. 


Bells and Whistles 


Let's face it—nowadays games (all games) are expected to deliver flashy 
razzmatazz as well as solid game playing thrills. Urban Assault's developers 
packed in plenty of neat extras, like the following: 


Great Graphics: Urban Assault exists in a ravaged planet that's already been 
through the end of the world. The game's austere 3D environments perfectly 
capture the bleak despair such nightmarish circumstances would invariably 
produce. Urban Assault uses Direct3D to support its engrossing 3D graphics. 
It's interesting to note that even though the game is packed with various screen 
elements, you are still able to distinguish objects, even when viewed from 

a distance. 


Now Hear This: If you love the way movie sound effects travel around the 
room by leaping from speaker to speaker, get an earful of Urban Assault. The 
3D sounds that fill this game are often astounding: warcraft that circle you, 
massive rumblings that escalate into deafening explosions, and ambient vehicle 
noise that runs beneath the roar. 


Show of Force: Players can now actually feel their game experiences, 

thanks to Microsoft's Force Feedback joystick technology. This startling new 
development makes equipped joysticks shake, rattle, and roll—depending on 
what kind of tactile sensation the game is attempting to convey at the time. 

For example, when firing a machine gun (by using a Force Feedback joystick), 
you can expect to feel the joystick deliver the same type of stuttering kick that 
machine guns are famous for producing. Imagine the variety of Force Feedback 
applications that can be enjoyed for a game crammed with as many different 
types of war machinery as Urban Assault! 


Finally, for those of you who enjoy firepower for the sake of firepower, and 
love nothing more than blasting game objects willy-nilly, you'll be happy you 
brought this game home from the store. Urban Assault features more than 100 
kinds of buildings that you can destroy with impunity—blow *em right to the 
ground if that's your thing. 


Microsoft 


: — ee a UPEAN ASS 


The Story So Far 


Here’s a quick refresher course on the major plot themes of Urban Assault: 


ULT 


Stage 1: Life has gotten incredibly tense and complicated on earth. Man has 
irreparably harmed the planet, with pollution wreaking havoc on the ecostructure. 
Things are so bad environmentally that people are living within sealed biospheres that 
have their own synthetic atmospheres. Meanwhile, nuclear proliferation has 
proceeded at breakneck pace, with mankind flirting with nuclear oblivion. These are 
dangerous times, and with so many nations at each other's throats, the planet is at its 
most vulnerable point ever—and is subject to disaster, not only from within, but from 
beyond. They call this situation The Big Mistake, and the name fits. 


Stage 2: Intergalactic contact is made, but it's hardly the golden day we expected. 
The aliens who first interact with the earth are the treacherous Mykonians, a cut-throat 
race bent on seizing as much territory and as many resources as possible. They desire 
the earth and its abundant reserves of energy, and the Mykonians are quite prepared 
to behave as ruthlessly as needed to get what they want. 


Stage 3: As if you didn't have enough troubles, a second alien race (the Sulgogars) is 
lining up to get a piece of the action on earth. They want to see if the Mykonians are 
going to steamroll any token resistance by the disparate human forces—and they're 
waiting to take on the winner. 


Stage 4: While the humans have been preoccupied with fending off alien attacks, 
they've still found time to feud amongst themselves. The Resistance movement, 

the chief retaliatory force, is being targeted by two renegade cultures—the Ghorkovs 
and Taerkastens. 


Stage 5: The Resistance, beleaguered by encroaching alien attackers and hostile 
human subgroups, pulls one last rabbit out of its hat by designing the Host Station, 
a connected hub of battle computers. These master machines are so evolved 

that they're actually sentient beings, with a unique understanding of battle and 
human nature. 


Stage 6: The machines decide they need a human master—one that can make tough 
tactical calls and also bring a human awareness to his or her duties. As it turns out, 
although the machines selected several possible humans, they find only one person 
with the proper combination and balance of skills: you. 
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Multiplayer: The Final Frontier 


There's one huge aspect of Urban Assault that we've yet to touch upon: its 
enormously strong multiplayer element. The multiplayer Urban Assault is a 
whole other breed of game (again, added replay value), and there are several 
fundamental differences between it and the single-player game. For example, 
in the multiplayer game you can do the following: 


* Challenge up to three friends, with each of you assuming the role of one 
of four fighting factions: Mykonians, Taerkastens, Ghorkovs, or 
The Resistance. (Up to four can play over a LAN; two players can enjoy 
Urban Assault over a modem, or the Internet.) 

* Take over the battle units of enemy forces you've defeated. 

* Test your mental mettle against the craftiest AI of all: the human opponent. 

* Enjoy free matchmaking for opponents via Microsoft's Internet 
Gaming Zone (although regular Internet charges may apply). 

* Participate in fun online tournaments, congregate at devoted fan sites, 
and take part in online communities. 


We' ve just scratched the 
surface of the multiplayer 
game. In Chapter Eight: 
Warring Over the Net, we'll 
explore the subject fully, 
showing you the best 
way to get connected, the 
in's and out's of gaming 
online, and the nuances 
that can help you derive 
maximum enjoyment from 
this fascinating way to play. 

In Chapter Three: 
Digging In, we'll start from 
the beginning—focusing first 
on installation. It’s all part 
and parcel of getting you 


: We prefer killing aliens, but if you've got an appetite for 
ready and primed for the destruction, Urban Assault will let you turn 100 different 
fight of your life. buildings into rubble. 


Chapter Three 


Microsoft's Urban Assault features a thoughtful design that makes installation a 
breeze. Furthermore, because the entire program exists on a single platter, you 
won't have to go through the annoying disc-shuffling that used to accompany 
games this large and complex (“Welcome to Level Four. Insert Disc 2 now..."). 
The only question you really need to be concerned about beforehand is whether 
or not your computer can handle the processing tasks involved with running the 
program. We know you're ready to take on Urban Assault; now let's make sure 
your computer is up for the challenge. 


The Bare Minimums: 
What You Need to Run this Game 


The minimum computing requirements you see posted on software boxes can 
easily be misinterpreted. The problem is RAM (Random Access Memory). 
Some manufacturers neglect to remind you that in addition to the program's 
computing demands, your machine has its own needs that must first be met, 
like running the computer's operating system. Bottom line: better too much 
RAM than not enough. That caveat aside, here's what your computer should 
have if you want to enjoy Urban Assault: 


* Multimedia or compatible PC with Pentium 120 or higher processor 
* Super VGA, 256-color video card with at least 1 MB of VRAM 

* 16 MB of RAM (32 MB recommended) 

* Quad-speed CD-ROM drive 

* Microsoft Mouse or compatible pointing device 

* 60 MB of available hard disk space 

* Audio board with speakers or headphones 

* [nternet Access required for Internet play 
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* 28.8Kbps modem or higher for head-to-head and Internet play 
(56.6Kbps modem recommended) 
* Microsoft SideWinder Force Feedback Pro joystick recommended 
* 3D graphics acceleration card compatible with the Direct3D 
API recommended 


Step-by-Step Walkthrough 


Here's all you need to do to install Urban Assault: 


1. After turning your computer on, let it load Windows as usual. 
2. Load the Urban Assault disc into your CD-ROM drive. 

3. At the main Windows screen, click Start. 

4. At the sub-menu this triggers, click Run. 


5. A small Run box then pops onscreen, containing a space to designate 
which program, folder, or document you wish to start. This space 
should automatically read “E:\Setup.exe” where E equals the letter 
designation for your CD-ROM drive. If the Run box contains this 
file name, go ahead and click OK. (If that file name doesn't 
automatically appear, click Browse. You can use the Browse box that 

appears to locate the 

needed setup file. Make 

sure that “CD-ROM E:” 

appears in the selectable 

area to the right of the 
phrase "Look in:.” Then 
simply click the Urban 

Assault icon next to 

the phrase "Setup". 

From then on, just 

follow the screen 

prompts and you're 

home-free.) , 


Opening this dialog box is your first step toward the fiery 
battle action of Urban Assault. 
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Next we see the game’s 
introductory screen, which 
shows a human figure 
strapped into some kind of 
futuristic console. (From the 
figure’s enormous mind- fae 
probe headset, we can | view Demos 
discern that this figure is 
supposed to be us, with the 
headset serving as the 
conduit for our battle 
instructions.) Seven options : j 
buttons fill the upper half of : 4 T M 
this screen, most of them i i 
self-explanatory. 


View Demos: Clicking this You have seven options at your fingertips at the 
button prompts a looped Introduction screen. 

demo showing off some 

other Microsoft games. The demo will continue playing until you click the Exit 
arrow in the bottom left-hand corner of the screen. If you drag your cursor 
across this screen you'll notice that several game titles are highlighted. The first 
of these titles is Microsoft Entertainment Pack: The Puzzle Collection. Clicking 
this will trigger a brief demo relating specifically to Microsoft Entertainment 
Pack. When it concludes, a static screen gives you two options. Clicking Go 
will automatically take you to Microsoft's Web site, where you can get more 
information about this game and other Microsoft offerings. (Before taking that 
online journey, you must already have an installed modem and otherwise be 
ready for Net-hopping.) Install, the screen's second option, will load a trial 
version of the program, featuring selected levels from several Entertainment 
Pack games. (By the way, you'll need 6 MB of Hard Disk space for this.) 
Demos of other Microsoft games are also featured, including Age of Empires 
and Close Combat: A Bridge Too Far. The Age of Empires demo is strictly that, 
although the Close Combat: A Bridge Too Far demo gives you the same extra 
options that the Microsoft Entertainment Pack demo did. You should know that 


install Urban Assault 


4 


This program is protected by US and In i ve Introduction topic of Help. 
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you'll need considerably 
more space for the Close 
Combat: A Bridge Too 
Far demo (it weighs in at 
45 MB). 


Explore CD: Clicking this 
option box prompts a 
listing of all the contents 

of the Urban Assault disc: 
folders, files, and more. 
Basically, this "Exploring" 
inventory is the same 

thing you see in the Browse 
box mentioned above in 
setup step 5, or using the 


Interested in other Microsoft games? Check out previews by c 
clicking View Demos on the Introduction screen. Windows Explorer program. 
Should you want to trigger 


the setup process from this box, simply find the Urban Assault icon labeled 
Setup within the Exploring box and click it. 


Remove Urban Assault: You'll notice that the text in this options box is 
considerably less bright than the lettering in the other options boxes displayed 
on this introductory screen. The reason that the letters in the Remove Urban 
Assault are faint is because this option is not open to you. The reason: until you 
install the game, there's nothing to remove. 


Visit Our Web Page: Click this button and your computer will venture online 
and hook up automatically with the Microsoft Urban Assault Web page (located 
at http://www.microsoft.com/games/urbanassault/default.htm) so you can get 
the latest about the game, including its explosive multiplayer version. If your 
Internet connection isn't working for whatever reason, you'll receive 
notification that the online link can't be made at that time. 


View the Readme File: The Readme File, a simple text document, often 
contains useful information from the game's developers, including any last- 
minute changes or important program notes. 
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Exit: Exit kicks you out 
of the Urban Assault 
introduction screen and 
sends you back to your 
main Windows screen. If 
you exit this screen before 


installing the game, a END-USER LICENSE AGREEMENT F OI Si NDEMNEOMPORTANTR EAD 

. . . S CAREFULLY: This Morosoft End-User License Agreement C'EULA is a legal agreement between you 
question box will ask if EE Aa a n A oa a S n aa 
you're sure you want to reenter PEE bs anday ims ame o a ETA T 

» » may, however, retum: it to your place of purchase for a full refund. SOFTWARE PRODUCT 
leave Setup, and will remind Epod 
* licensed, not sold.1. GRANT OF LICENSE. This EULA grants you the following rights: Applications 

you that you still need to Software. You may install and use one copy of the uias EET or any prior version for 
finish the installation process. 
Install Urban Assault: [Lr aee | "mee 
Clicking this options box - 
causes a new screen to 
appear, this one devoted to Takin’ care of business: the End-User License Agreement is 
the End-User License necessary, yet painless. 


Agreement that must exist 

between a software publisher (Microsoft in this case) and a user (you) before 
that user starts using the program. Should you want a hard copy of the 
Agreement, click Print. Otherwise, click Accept if you've read and understood 
the Agreement and are willing to abide by this legally-binding document. 
(Clicking Decline halts the setup process in its tracks, and you'll see the same 
question box that appears when you click Exit.) 

You need an HTML browser so you can read the files given you through 
online Help, as the Browser Detection screen informs you next. If you wish to 
install Microsoft's Internet Explorer 4.0, which is included on the Urban 
Assault disc, follow the listed instructions. Otherwise, click OK to proceed. 

Next, your computer will install DirectX Media (provided you don't 
already have it loaded), which helps produce Urban Assault's dynamic visuals. 

When it finishes with that chore, you'll be presented with a screen relating 
to your Product ID Number. This is a 20-digit number, broken into four 
hyphenated sections. The screen tells you it might be a good idea to write 
this number down and keep it on file where you can get to it. You'll need it 
if you ever have occasion to call Microsoft for tech support. You should also 
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jot the number down on 
the registration card 
included with the game’s 
documentation, and mail 
that in to Microsoft. That 
way, they can keep you in 
the know about all things 
Urban Assault, and other 
games you might find of 
interest. (In case you don’t 
record the serial number, 
you can always find it on 
the main introduction 
screen, posted beneath the 
Microsoft logo in the 


It makes good sense to write down the Product ID Number, bottom left-hand corner of 
in case you need to contact Microsoft about your copy. this screen.) 


The next screen that 
appears lets you decide where you want Urban Assault installed. The game will 
suggest a folder for the game, as listed in the light gray bar that extends 
to the left of the button labeled Change. It will recommend the following folder: 
C:\\Program Files\MicrosoftGames\Urban Assault—although you can select 
another home for the game by clicking Change and selecting another folder 
from the subscreen that appears. When you’re happy with the install location, 
click OK. 

Once you’ ve decided where you want to keep the game, you must decide 
how much computer memory you can allocate to it. The Type of Install Screen 
outlines your three choices: Compact (the leanest install using the least amount 
of hard disk space, although running the game primarily from the compact disc 
may cause sluggish gameplay), Typical (the average installation, copying only 
the most regularly used files to your hard drive), and Complete (which should 
provide peak game performance, because all the game's data files are loaded 
onto your hard drive). You make your decision by highlighting the graphic box 
associated with your choice of installation. 

Now you've made all the necessary installation choices, and the only tasks 
that remain are for the folders to be made and the program files copied. 

Your computer handles all this, however, and posts its progress (for example, 
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“41% Complete”) so you 
can see how quickly the 
process is moving. When 
the final files have been 
moved, a Setup box asks 
you if you want an Urban 
Assault shortcut added to 
your desktop. 

Finally, if everything’s e d 
gone according to plan, a Com a // A 
screen labeled Files Transfer i got 
Complete will appear, telling M 
you the installation was 
successful. Three buttons run 
near the bottom of this 


screen: Start Urban Assault, 
Return to Main Menu. and How much post-apocalypic warfare would you like? Here 
Exit. Although it's pretty you get to determine how much of the game will be 


installed onto your computer. 
clear what each of these 


buttons does, it's interesting to note that if you travel back to the main 
introduction screen after installing the game, the options buttons listed have 
changed to reflect that installation has occurred. For starters, the button 
formerly labeled Install Urban Assault has been replaced by Play Urban Assault 
and the letters of the Remove Urban Assault button are suddenly bolder and 
brighter, indicating that this is now a viable option. 


spigot 


The Main Menu Screen 


Your next stop is an important one, Urban Assault’s Main Menu screen, which 
houses nine buttons surrounded by polished game art. You'll notice that most of 
the subsequent screens triggered by these buttons keep the same graphics 
border (although without the Urban Assault banner) and plug in various text 
boxes and buttons. 


Single Player 


Clicking this button takes you to the Level Selection Screen, the bulk of which 
is occupied by a large, unboundaried map of Europe. The first time you venture 
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only three small areas have 
definable borders. The rest 
of the continent remains 
broad and undefined. When 
the cursor is present over 
one of these territories, its 
boundary boldens to show 
it’s been highlighted. A 
screen notation then 
simultaneously appears near 
the bottom center of the 
screen, listing the name of 
the area you’ ve selected. 
Two of the three areas are 


Here’s the Main Menu screen, your entrance to Urban AL : 
Assault, and your means to alter the game experience to concise instructive lessons 
suit your tastes. designed to give you a 


rapid-fire education in 
Urban Assault. Aside from 
Tutorials 1 and 2, you'll 
find Hyde Park, which 

just so happens to be part 
tutorial and part regular 
game level. Highlighting the 
Hyde Park boundary and 
double-clicking with your 
mouse will prompt the first 
level to begin. 

Two buttons are also 
situated at the bottom of the 
Level Selection Screen, one 
marked Main Menu and the 


other labeled Go To Load 

Save. As you might expect, 
Your goal is to start with the highlighted territories on the clicking Main Menu takes 
left. Beat them, and other territories will appear, their you back to the screen you 


boundaries darkening to indicate you can try them, too. 
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just left. Clicking Go To 
Load Save prompts the User 
Database Screen to appear. 
This is your archive for any 
User Settings (saved games) 
you might wish to create 
and then load later. (For 
more about the User 
Database Screen, look for 
the User Database section 
later in this chapter.) 


Multiplayer 


The text boxes that appear 
sequentially after you click 
the Multiplayer button on the 
Main Menu Screen help you 
determine all the pertinent 
steps in either joining or 
starting a multiplayer game. 
Along the way you'll choose 
your type of multiplayer 
connection, establish what 
name you want to use within 
the game, and control other 
factors relating to your 
multiplayer game. Because 
Urban Assault's multiplayer 
game is such a large and 
varied experience, a 
considerable amount of 
explanation is necessary to 
adequately cover the subject. 
Chapter Eight: Warring Over 
the Net focuses on all the 
fine points of multiplayer 


When you're ready to hang up your guns for one session, 
you can save the game you've been working on for later. 


Additionally, the game comes loaded with supercool 
multiplayer missions you can lead online (like Clashing, 
whose map is shown here). 


Microsoft 


gaming, including 
explorations of the many 
multiplayer scenarios 
storehoused in the game. 


Input Config 


The listings within this text 
box involve input settings— 
which keystrokes control 
particular game functions or 
modifications. This is largely 
a comfort issue—different 
gamers often prefer different 
keyboard configurations. The 
Input Config Screen allows 
Don't like the keystroke assigned to brake functions? No you to customize these 
problem—simply go to the Input Config Screen and pick a settings according to your 
new control key. 
preferences. If, for example, 
it would feel more natural for you to fire your main weapon by pressing the 
Enter key (instead of the Space bar), you can make that change quickly and 
easily. Start by locating the particular function within the text box list (in this 
case, "Launch Weapon") and then place your pointer on that function and click. 
Now you've got two choices of action: changing the key that controls that 
function, or deleting the function altogether. If you're interested in the former, 
press Enter. Doing so will replace the established key with three question 
marks. This is your cue to indicate the key you want to use from now on to 
control that function. It's not necessary to type in the name of the key—simply 
press the key you want to use for the function, and you'll see its name replace 
the trio of question marks. Your other option is to disable the function, easily 
accomplished by highlighting that function and clicking the Delete button 
posted below the text box. Of course, it's a gamer's prerogative to change his or 
her mind, so there's also a button called Reset To Default, situated to the right 
of the Delete button. This erases any config changes you might have entered, 
and returns all functions to their original control keys. Two check boxes are 
positioned below the Delete and Return To Default buttons, both pertaining to 
joysticks. The top box, Enable Joystick, is the box you check to first go on the 
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stick. Enable Force 
Feedback, the bottom box, FI 
involves your choice of = pi prt ato selina ape a 
joystick. In the Appendix at | 
the back of this book, we'll 
discuss Force Feedback, 
Microsoft's breakthrough 
technology that lets you 
actually feel the various jolts 
and rumbles associated with 
battle. For now, however, 
you only need to know if 
your stick is Force Feedback- 
equipped. If it is, go ahead 
and check the bottom box. 


z The Settings Screen lets you take charge of the game's 
Settings appearance and its control mechanisms. 


The Settings Screen is loaded 

with options; this is where you can subtly alter your game experience by 
adjusting 13 performance variables. The first of these variables is Display 
Resolution, which has the single greatest influence on how good your game 
looks and how well it plays. 


Making Resolutions 

You'll find nine settings in a small scrolling text box that appears when you 
click the Display Resolution bar, starting with the most limited resolution 
possible: 320 X 200 X 8. (In case this is your first foray into such matters, that 
number really means that your screen resolution is made up of 320 pixels 
horizontally and 200 pixels vertically, and that you're working with a palette 
of eight colors.) Your choices range upward from there, topping out with a 
maximum resolution of 1024 X 768 X 8. Obviously, you want the game to look 
every bit as good as it possibly can, but there's a trade-off involved, and it can 
be steep. Incredible graphics don't happen effortlessly—your computer has to 
churn them continuously, and this means it must devote a larger amount of its 
processing power to that activity. The problem is that processing power is a 
finite quantity, and if your graphics performance is too demanding, your game 
performance will suffer. Basically, the game will drag a little, and won't run 
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nearly as smoothly as it 
should. Luckily, for most 
players this isn't going to be 
a problem. The resolution 
most gamers will choose 
(640 X 480 X 8) strikes a 
happy balance—graphics 
that are plenty sharp coupled 
with perfectly satisfactory 
processing speed. Generally 
speaking, the only time you 
want to drop below that 
standard resolution is if 
you're playing the game 

on a computer that's sorely 


The simplest resolution helps the game run like a jackrabbit, limited iii processing power 
but its looks are nothing to write home about. Then, to boost performance, 
you may have to sacrifice 


some good looks for the 
game to run better. The best 
news of all is that you can 
experiment with these 
resolutions, and find the 
combination of looks and 
speed that works best on 
your system. 


3D Choices 

In order to deliver Urban 
Assault's *you-are-there" 
visual punch, the game 
employs 3D graphics. There 
are several 3D graphics 
programs that will work 

On the other hand, the game's top resolution produces with the game, and you can 


stunning graphics—but there's a serious speed trade-off you select the one you will use 
have to be prepared to make. 
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by clicking the button 
designated Select 3D Device. 
As with Display Resolutions, 
a scrolling box will appear 
when the button is pressed, 
and you simply need to find 
your 3D graphics enabler on 
that list and highlight it. And 
as with screen resolutions, 
once you highlight your 
choice, the only other thing 
you need to do to effect that 
change is click the OK 
button at the bottom left. 


Horizon Depth i ; 
Howeanüclrof ibis post Then there's the happy medium—640 X 480—which looks 

E P great and plays smoothly. Chances are this is the resolution 
apocalyptic world do you that will suit you best. 


really want to see? That's the 

question asked by the Horizon Depth box, which governs how much of the 
terrain you're able to view. With this box checked, you'll be able to see the 
entire landscape, in effect being able to turn and look in all directions. Leaving 
the box unchecked still lets you see in most directions, if not all 360 degrees 
worth. As with screen resolution, there's a trade-off at work here. If you're 
bent and determined to be able to spy the entire landscape, it will cost you 
additional processing power and will probably make the game run choppier 
and a bit slower. This is a taste issue—one that only you can decide. 


Software Cursor 

Regardless of whether you play Urban Assault using a keyboard or a joystick, 
you're still going to need a mouse for many functions (described later in this 
chapter). During gameplay the mouse pointer is shown onscreen as a small 
white circle, bisected by a white line (looking something like the head of a flat- 
head screw, as seen from directly above). Then, when the pointer is situated on 
a button or other screen item that can be activated with a mouse click, the 
pointer changes into a small white arrow. Should you find yourself “losing” 
your white pointer against the background, and you'd prefer the pointer be 
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darker and bolder, uncheck 
the Software Cursor box. 
Doing so changes the 
pointer; the shape and size 
remain the same, but the 
color turns from white to 
black and is considerably 
bolder than before. You 
shouldn't have any trouble 
keeping up with the 
darkened pointer, although 
most players will probably 
be content with the white 
pointer that serves as 

the default. 


If your little white cursor starts getting away from you, try , 
turning it black via the Software Cursor box. Enable Wave Audio 


Wave Audio refers to the 
sum total of game-related noises and sound effects, as delivered through the 
Wave audio file format (“blast.wav,” for example). Urban Assault overlays 
these different noises in accordance with what's transpiring in the game at that 
moment. While this sound stew adds to most gamers' enjoyment of the game 
(making each battle more complete and thrilling), some players will prefer to 
game in silence. Those folks will find that unchecking the Enable Wave Audio 
box is the answer to their (silent) prayers. 


Enemy Indicators 

Your defense of earth is aided by the Compass and the Enemy Indicators that 
appear in the bottom right-hand corner of the screen. The compass helps you 
navigate, and small colored dots appear to show you the close proximity of 
enemies that are approaching you (or that you're approaching). This is a huge 
help—giving you at least some warning before trouble comes knocking. 
Especially bold gamers can try waging war without this assistance by leaving 
the Enemy Indicators box unchecked. 


Sky 

Showing an artificial sky, 
even when there's not 
much going on in it, costs 
processing power. If you're 
out to maximize your game 
performance (on a less- 
powerful system, let's say), 
you might try leaving the 
Sky box unchecked. The 
direct benefit will be less 
screen graphics for your 
computer to draw, which 
can give a boost to 
gameplay. It also doubles 
the variety of game 


: : It's kind of cool to try Urban Assault's levels under the black 
experiences for you, since of the nighttime sky, but you'll have a tricky time seeing any 
you can now play each potential targets out there. 


mission under the usual 


tinted sky, or under the cloak of blackness. Play by day or fight by night—it's 
another subjective call that you need to make. 


Texture Filtering 

This is another graphics issue that can have a significant bearing on game 
performance. There's no denying that Urban Assault has plenty of marvelous 
graphics to show off. The only question is how much detail you want to see in 
them. Texture Filtering “cleans up” already sharp graphics and makes them 
look as good as they possibly can. The downside: adding more detail to graphic 
textures can make the game drag a bit. Leaving the Texture Filtering box 
unchecked means you're happy with the graphics and don't want to negatively 
impact gameplay. 


Enable CD Audio 


The Urban Assault CD contains stirring music which can make your game 
experience even more dramatic and thrilling. However, adding a bed of music 
to a game with this many wild sound effects and noises could produce “audio 
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overload," limiting your ability to concentrate on the furious battle at hand. 
Thus we have the Enable CD Audio button, by which you can turn off the tunes 
and stick to the sounds of war. 


Stereo Reverse 

This game makes incredible use of sound imaging. Battle noises come out of 
nowhere and “travel” across the soundfield created by your speakers. The audio 
also enriches the game's sense of realism. Here's what we mean: Try pivoting 
in all directions during a battle scenario. Sounds continue to emanate from their 
original sources, but their locations change in relation to your pivot. For 
example, let's say you're observing an enemy vehicle that's straight ahead of 
you, and you suddenly turn to your left. Suddenly, that enemy vehicle's sound 
seems to be coming from your direct right, just as it actually would. 

Stereo Reverse lets you enjoy the audio in a new spatial configuration, 
actually flipping the sounds to their opposite channels. In other words, after 
checking the Stereo Reverse box, the sound effects that used to blast through 
your left speaker will now come from the right, and vice versa. 


Explosion Effects 

Each of the final three settings use a horizontal bar and its sliding control to let 
you easily specify minimum and maximum settings and all points in between. 
The first of these, Explosion Effects, determines how much audio bang for the 
buck you're going to get. It should be stressed that this setting doesn't change 
the overall amount of game noise (see Wave Volume, next), but instead controls 
the number of different types of explosions you'll hear during gameplay. This 
number ranges from 0 to 16, but keep in mind that extra variety in audio can 
slow performance just like an over-abundance of graphics. 


Wave Volume 

Viewed together, the Wave Volume and CD Audio Volume controls act as a 
makeshift audio mixer. This is where you decide how much actual game noise 
and game music you wish to hear. The sliding scale ranges from 1 to 127. 


CD Audio Volume 
Here's where you decide how much game music is necessary. The sliding 
control is exactly like the one governing regular game sounds (both run from 
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1 to 127). By experimenting 
with this control, especially 
in conjunction with the Wave 
Volume control, you should 
be able to find an audio mix 
that works for you. 


User Database 


At this point, you might have 
already checked out the 
Level Selection Screen. If 
you did, you probably 
noticed a small button near 
the bottom of the screen 
(labeled Go To Load 

Save) mentioned earlier 

in this chapter. 

Dominating the User Database Screen is a box listing the various players 
who have chosen to save their game (or the multiple saved games of a single 
player). Beneath this box are six buttons: Create, Load, Save, Delete, Cancel, 
and Help. The first four of these buttons denote actions you can take regarding 
User Settings, and you perform each activity there at the inset box that lists 
players and their games. You select the game you wish to load by specifying 
it with the moveable highlighting bar. Directly below the box is a thin bar 
containing the name of the player or game that’s currently highlighted within 
the box. Should you need to enter the name of a game, or change the name of 
a game, you do so by altering the text within this bar. The Cancel button kicks 
you back to the Level Selection Screen (although it should be mentioned that 
when making changes to User Settings, clicking the Cancel button not only 
returns you to the previous screen, but does so without implementing whatever 
change you were considering making). Clicking the last button, Help, summons 
online assistance. 


Archive a new game, or go back and visit an earlier one. You 
can do it all at the User Database Screen. 
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Online Help 


Urban Assault utilizes an online help system to provide you with assistance 
from Microsoft (after all, why not go directly to the source, huh?). Clicking the 
Online Help button temporarily takes you out of the game and places an 
Internet call to the Urban Assault home page (conveniently located at 
http://www.microsoft.com/games/urbanassualt/default. htm). At this site 

you should be able to find anything you want or need to know about the 

game and its control mechanisms. (Another way to discover what kind of 
assistance you can obtain at Online Help is to check out Appendix A: 

Online Help.) 


Quit 


Had enough for now? Ready to pack it in for the day? Clicking the Quit button 
takes you away from the Main Menu Screen and sends you back to your 
regular Windows screen. 


Tutorials 


Two smaller buttons are 
positioned in the bottom 
right-hand corner of the 
Main Menu Screen. Clicking 
the Tutorials button takes 
you to a new (and different 
looking) screen. Set against a 
wash of game imagery are 
three battle craft. Highlight 
the one in the top right-hand 
part of the screen and a text 
notation at the bottom center 
of the screen tells you that 
clicking here will start 


The easiest way to learn the ropes is by watching and then Tutorial 1. Tutorial 2 can be 
playing the Tutorials, which begin like regular game levels, triggered by clicking the 


with a briefing. 


battle craft on the bottom left. 
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Urban Assault’s tutorials 
give you a quick education 
in how the game is played: 
its major themes, basic 
activities, and control 
mechanisms. The opening 
presentation, which couples 
helpful narration with 
actual game action, couldn’t 
be easier to take—just sit 
back and watch as if it 
were television. 

But that’s just part of 
your training. The tutorials 
also feature a hands-on 
component—missions you 
participate in. These missions 


If you don't feel like the game is "speaking your language," : 


; correct matters by changing the lingo at the Language 
aren't part of the game Itself, Settings Screen. 


so you don't need to worry if 

you botch a tutorial mission. On the other hand, there is much to be learned 
from the tutorials, and that’s why we'll devote special attention to them at the 
beginning of Chapter Seven: Level By Level. 


Language 

Gamers from around the world will be playing Urban Assault. To make sure 
everyone gets as much enjoyment from the game as possible, Microsoft has 
included a means whereby the game's instructions and narration are available 
in different tongues. Click on the Language button and you'll prompt the 
Language Settings Screen. Within the text box featured on that screen are the 
names of different languages (English, Espafiol, Francais, and Deutsche). As 
before, all you need to do is highlight the language you wish the game to use, 
and press the OK button at the bottom of the screen. You'll find it's as easy as 
un-deux-trois (or one-two-three, depending on where you're from). 
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The Tools of War: Game Controls 


Along with your game manual, you'll also receive the Urban Assault Survival 
Card. This is a quick reference tool, something you can sneak a glance at while 
you're playing. The first and largest part of the Survival Card is dedicated to 
explaining which keyboard, joystick, and mouse functions control certain game 
actions. Our goal in this section is not to duplicate the Survival Card, but to 
explain functions in greater detail, and help you keep them all straight. 


Keyboard Commands 


Urban Assault assigns some kind of action to 42 of the keys on your computer 
keyboard. To better understand all your options, we've organized these keys 
according to their functionality into seven distinct categories. 


Shuttle Keys 

Commanders are essentially military managers, and that's the role you fill in 
Urban Assault. Sure, you're there to blast enemies back into the Stone Age, but 
you won't be able to get the results you're after unless you do a good job of 
performing your main duty: coordinating the activities of the different factions 
within your war machine. This is supposed to be a team effort—your job is to 
constantly monitor what each squad is doing, jumping in and lending a trigger 
finger when necessary, and making sure that victory is pursued in every sector 
that sees battle. 

That's why the Shuttle Keys (as we're calling them) could be your most 
important keys, and why we're discussing them first. The Shuttle Keys move 
you instantly from the Host Station (your headquarters in each scenario) to each 
squad you've sent into battle. TerraTools, the game's designer, must have felt 
that riding herd on the individual units was pretty important, too. Most of these 
functions are assigned to the F series of keys (the Function keys) that occupy 
the top row of the keyboard, making them the handiest and easiest to find. The 
designers obviously wanted to ensure you had easy access to these functions. 
Here's a run-down: 


To Host Station (F4): This takes you back to your main base of operations 
within each level. It stands to reason that the only time you can't use this key is 
when you're already at the Host Station. 
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To Squad Leader (F5): 
Want to see what your top 
lieutenants are up to? This 
key will take you to the 
vehicle of the top battle unit 
within each squad. (This too 
can only be used when 
you're out in the field in 
some type of battle vehicle.) 


To Gun Turrets/Cycle 
Through Units (F6): As 
you've already seen, some 
keys will perform their 
function only if you're at the 
Host Station or, alternately, if 
you're out in the field. On Press F4 if you want to get back to the Host Station. 
the other hand, keys like F6 

have a split personality, performing one function if you're at the Host Station, 
and performing another if you're out in your battle craft. In this case, if you're 

at the Host Station, pressing F6 will send you to the HS gun turrets, presumably 
so you can man a gun against an approaching enemy attack. If you're out and 
about, F6 gives you a quick way to oversee each battle unit. Each time you 

press F6, a different unit pops onscreen and you can check its progress. 


Cycle Through Squad Leaders (F7): Consider this a fast way to meet with 
your top brass. One function of the F6 key is to let you see what each unit was 
up to. F7 performs the same type of function, although it should take you 
considerably less time to cycle through your squad leaders (they're a smaller 
and more select group). This key is only operational when you're out in the 
field and not at the Host Station. 


To Last Message Sender (F8): While in combat, you'll be receiving input 
from the various members of your team. Occasionally you'll get an urgent 
message and will want to get to that unit as quickly as possible. At such times, 
you'll find F8 to be a great help. Thanks to it, you won't have to spend any 
time figuring out just who sent you the SOS— press F8 and you'll immediately 
be there with the last unit that messaged you. 


A]: 
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To Last Occupied Unit (Backspace): The Backspace key is a smart choice for 
this function, because that’s all you’re doing here: going back to the last unit 
you visited. Like F8 (To Last Message Sender), this key saves you some 
memory work, and once you get into the thick of battle, you’ll be thankful for 
anything that reduces your mental load. 


Motion Keys 

While the Shuttle Keys move you from one vehicle to another, the Motion 
Keys are used for the actual navigation of those vehicles. Complicating matters 
only slightly are those keys that have multiple purposes. (By the way, you’ ll see 
a few keys turn up in more than one category.) 


Forward/Nose Down (Up Arrow): Many Motion Keys divide their functions 
according to what type of battle craft you're using at the moment. We're really 
talking about two designations here: land-based vehicles versus airborne 
vehicles. From now on we'll refer to these two classes as either Ground 

Units (GU) or Aircraft (A). In this instance, the Up Arrow will cause Ground 
Units (tanks, for example) to move forward. On the other hand, if you're flying 
a jet (or some other form of Aircraft), pressing the Up Arrow will cause the 
craft's nose to lower. 


Back/Nose Up (Down Arrow): As you might expect, the Down Arrow 
performs the converse function. If you want to put your Ground Unit in 
reverse, press the Down Arrow. This same key will raise the nose of an Aircraft 
you're piloting. 


Brake (0 on Number Pad): If you just booted up the game and started 
playing, you probably figured out that the arrow keys control your vehicle's 
direction. However, chances are you would not automatically associate the 
brake function with its key. And that would be a shame, because this is a key 
you will need desperately, particularly since Ground Units won't stop rolling 
without it. Like the physics rule about bodies in motion remaining in motion, 
once you've got a tank barreling over a terrain there are only two ways to 
slow it down, and only one of those ways works well. If you want to cut your 
speed you could press the Down Arrow, which will slow a vehicle down and 
eventually start it rolling backwards. (Of course, then you've got to find a way 
to stop rolling in that direction.) No, the only really satisfactory way to stop is 
by using your brakes. (By the way, keep in mind that the 0 key you press is not 
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the 0 key normally used. To 
enable the correct 0 key, first 
press the Number Lock key, 
often abbreviated to Num 
Lock. Then press the M 

key, which should display 

a 0 in the key's bottom right- 
hand corner.) 


Left (Left Arrow): It's 
difficult to imagine anything 
more straightforward than 
this: if you want to turn left, 
press the Left Arrow key. 


Right (Right Arrow): 
See Left. 


Flight is enabled by two commands: the Down arrow (which 
Target Up/Decelerate (A): lifts the aircraft's nose) and the Z key (to accelerate). 


This is another mixed 


function key. If you're in a tank and have spotted a potential target, you press 
the A key to raise your mighty gun turret and lock onto your target. If, on the 

other hand, you're flying above the fray, you would use this same key to slow 
down your aircraft. 


Target Down/Accelerate (Z): This performs the converse function of the A 
key. Pressing Z will either lower the turret on a Ground Unit vehicle, or prompt 
an Aircraft to increase its speed. 


Jump Into Vehicle (J): Although technically not a Motion Key (since it 
doesn't control movement), the Jump Into Vehicle key is mentioned here 
because it's always the first step in going anywhere. The key works in 
association with the pointer: you spot one of your vehicles and decide you need 
to be at the wheel (or whatever control mechanism that vehicle utilizes). Locate 
your pointer on the vehicle, then press J. Voila/ 


Action Keys 

The Action Keys give you (among other functions) the means to both create 
and destroy. The activities initiated by these keys run the.gamut, and they 
include what are probably the most important functions in the entire game. 
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Fire Main Weapon 
(Spacebar): When you're 
ready to lower the boom on 
a targeted enemy, press the 
Spacebar and stand back to 
watch the fireworks. This is 
your big gun, and the 
weapon you'll rely on most. 


Fire Machine Gun (Ctrl): 
Some occasions don't call 
for your Main Weapon, and 
in those instances you can 
zap enemies with your 
machine guns. Keep in mind 
that not all keyboards have 


a 


To raise the turret in a Ground Unit, press the A key. two Ctrl keys—laptops, for 


example, conserve keyboard 
space by only having one Ctrl key, located at the extreme bottom left-hand 
corner of the keyboard. 


Create Vehicle/Building (C): The entire premise of the game revolves around 
your ability to manufacture battle units on the fly, so the importance of the 
Create Vehicle/Building key simply can't be overstated. Provided you have the 
necessary plasma energy, you can use the C key to make war craft or construct 
buildings that are necessary to the success of your missions. 


Add Vehicle to Squad (A): After creating a new vehicle (by using the C key), 
you'll want to add it to your arsenal. Pressing the A key will do the job, 
integrating the new vehicle into whatever squad you desire. (Note: The A key 
performs this function only when you're at the Host Station. Otherwise, this 
key controls the turrets of Ground Units, or the acceleration of an Aircraft.) 


Squadron Manager (S): It's easy to see that Urban Assault's furious battles 
could become overwhelming—especially since you need to continually 
orchestrate the actions of different units. Thankfully, there's the Squadron 
Manager. This screen acts partly as a running inventory of your combat teams 
and partly as a field administrator. By using the Squadron Manager, you can 
deploy and re-deploy battle units as needed, and keep a clear mental picture of 


CHAPTER THREE: DIGGING I 


1O———————————————————————— É-— 


your combined forces. (For 
more on the Squadron 
Manager, see Chapter Six: 
Precious Resources.) 


Beam Host Station (B): 
Okay, let's say you've ridden 
roughshod all over the 
enemy forces. You've won 
every sector, and you've 
even opened the Beam Gate 
that serves as your doorway 
into the next level. When 
there's nothing more to do in 
a level except leave it 
behind, press the B key. 

This will transport you The Squadron Manager keeps track of the various fighting 
(riding in the Host Station) to forces at your command. 

your next mission. 


Behavior Keys 

What a game!—not only do you get to make your own battle units; you 

also determine how far they'll go to achieve victory. The set of controls 

we're calling the Behavior Keys essentially gives you a five-step scale of 
aggressiveness from which to choose. Once you've figured out how cut-throat 
you want your troops to act, you can implement this decision in the lower left- 
hand corner of the Squadron Manager Screen. 


Retreat to Host Station (1): There are actually times when it can prove 
advantageous for your squads to retreat—like when you've got enemies set to 
obliterate the Host Station. In this case, you're really just instructing your 
squads to come defend the home fort. 


Proceed Directly to Target (2): You'll use this setting when it's crucially 
important that you get a squad to a certain destination. Getting there, in such an 
instance, is more important than scrapping with the enemy. With that in mind, a 
squad exhibiting Level 2 aggressiveness will not stop and fight, even if that 
means it has to take some flak (literally). 
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Search and Destroy (3): Now we’re starting to see some healthy warlike 
behavior! A squad operating with third level aggressiveness is still determined 
to reach a specified destination, but it will stop and fight (temporarily) if it 
encounters enemies along the way. 


Conquer Sectors Along the Way (4): Not only will a Level 4 squad stop and 
do battle, but it will hang around until the job’s finished and the sector in 
question has been taken. Then, after the combat’s over, this type of squad gets 
back on the road and keeps hustling toward its destination. 


Go Amok! (5): Here’s the madman outfit that won’t stop until everything’s 
been beaten, bombed, or burned. A squad set on Level 5 takes no prisoners: all 
enemies should be vanquished, all buildings in the target sector are to be 
reduced to rubble, and all sectors within striking distance will be taken. The 
term “aggressive” doesn’t do justice to these fighters—Level 5 squads are 
downright bloodthirsty. 


Info Keys 

The type of battle units you create and lead into combat depends largely on the 
enemy threat in that level. It makes sense, therefore, that your first course of 
action in any level should be to study the scenario and see what makes it tick. 
You'll find the following keys instrumental in getting the knowledge you need 
to make sound tactical decisions: 


Situation Analyzer (F2): It’s easy to lose your bearings in the thick of battle, 
especially when you’re fighting on several fronts at once. Thank goodness the 
Situation Analyzer keeps its cool. The Situation Analyzer assesses your current 
state of affairs and makes concise recommendations about what you should do 
next. It posts this advice as text that floats on top of your current screen. 


HUD (H): Urban Assault’s Heads-Up Display posts a lot of useful information 
onscreen, and does so unobtrusively, letting you get the facts and numbers you 
need without having to leave the battle and venture off to another screen. 
Triggered by pressing the H key, the HUD is comprised of four main parts: The 
Energy Manager bar, which runs along the top of the screen, keeps track of 
your most valuable commodity. Meanwhile, the Vehicle Information Display 
provides essential data about the vehicle and weapon you’re using at the 
moment. Even more critical to your success is the HUD’s Compass, which 


provides a lot more 
information than merely 
showing you which direction 
you're traveling in. The 
HUD also provides you 
with the sights you use to 
aim at enemy targets. (For 
an in-depth examination of 
the HUD, see the section 
titled “Heads Up!”, later in 
this chapter.) 


Missile View (Tab): 
This gives you limited 
visual information, but it 


can be helpful in tracking 

where your missiles are To get the lowdown on each level, huddle up with the 
heading. You can see if Situation Analyzer. 

they produce the kind of 


damage necessary in a particular skirmish, and that could have a substantial 
bearing on the type of strategy you implement next. 


Map Keys 

Playing smart in Urban Assault means making extensive use of your strategic 
tools, none of which is more valuable than the map you can toggle on and off 
screen during any level. Laid out simply, in easily understood grid form, your 
map takes a bird’s-eye picture of whatever level you’re playing, and then uses a 
system of icons to codify that map. (To view a sample map and get an 
explanation of its symbols, see this chapter’s “A Treasure of a Map" section.) 


Map (M): Pressing the M key causes the map to appear on the left side of 
your present game screen. You'll notice that, because of its compact size and 
near-translucent nature, you should be able to carry on your operations, leaving 
the map onscreen so you can refer back to it without having to make any 
additional keystrokes. 


Zoom In (+ on Number Pad): If you're unhappy with the size of the objects 
on the map (enemy units, for example), you can zoom in a particular area by 
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pressing the + key. 
Remember that you need to 
activate the Num Lock 
button first. 


Zoom Out (- on Number 
Pad): You can get a great 
feel for each campaign by 
zooming out until you can 
see the entire level within 
your map box. Again, 
activate Num Lock first, then 
press the - key. 


Sector Detail (1 on Number 
Pad): A level is not only 
comprised of enemy forces. 
There are also the sectors 
themselves, the physical 
terrain (including any buildings), and other items as well. Sector Detail tells 
you everything you need to know about a specific level. 


The map is packed with options, like the ability to view the 
map elements without the usual grid background. 


Sector Ownership (2 on Number Pad): Early in each level, the most 
important piece of information you receive regarding sectors is who possesses 
them. Pressing the Sector Ownership key can quickly solve that mystery for you. 


Vehicle Status (3 on Number Pad): If you need to assess your enemy's 
strength, press the Vehicle Status key and you'll see the relative health of each 
vehicle in a level, and also find out where it's presently heading. 


Map Lock/Unlock (4 on Number Pad): When you lock the map (by pressing 
the 4 key on the Number Pad, after activating Num Lock), you're the focal 
point, regardless of what might be taking place with your other units. If you'd 
prefer to be able to study the entire map (and not just your little piece of the 
action), unlock it. 


Toggle Map Size (5 on Number Pad): Big map, little map—which will it be? 
You don't really have to specify one or the other, thanks to the Toggle Map 
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Size function. Activating it switches you to the map size you're presently not 
using, whichever that might be. 


Waypoints (Shift): This is an undeniably cool feature of your map. Here's an 
example of how Waypoints can help you tremendously. Let's say you see on 
the map that looming up ahead of one of your battle units is an encampment of 
enemy vehicles (or some other group of objects you're not prepared to deal 
with). Now, you could turn tail and move that unit in another direction, but let's 
say it's critical that your unit travel around the insurmountable objects and 
reach the other side. By using Waypoints you can chart out a circular (or 
roughly circular) route for that unit to take. Basically, it'S done by connecting 
the dots, hooking one line segment to another, until you've got the path that 
will get the unit around the object without having to go through it. 


Access Keys 

Some keys control your overall access to functions or areas of the game. These 
access keys get you in and out of game screens, and can get you hooked up 
with online assistance, too. 


Online Help (F1): The biggest repository of Urban Assault information is held 
by—you guessed it—Microsoft. Therefore, it only makes sense that if you need 
assistance, you should access it at the source. Pressing F1 takes you out of the 
game (but doesn't stop the game, merely pauses it) and dials the Internet 
through whatever connection you've set up for the game to use. Your online 
destination? Microsoft's Urban Assault web page, of course! (For a tour of 
Online Help and its many offerings, see Appendix A: Online Help.) 


Chat (Return): One of the super aspects of the multiplayer version of Urban 
Assault is the interaction you have with other players. If you're playing online 
and want to converse, hit Enter. (Find out more about the online experience in 
Chapter Eight: Warring Over the Net.) 


Pause (P): When you're ready for a breather, press the P key. The program will 
pause, removing your game screen and replacing it with a black screen with 
flashing orange text that reminds you that you've taken a break. 


Main Menu (Esc): To leave the game action and travel to the Main Menu 
Screen, press the Esc key in the top left corner of the keyboard. 
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Joystick Commands 


Although it’s not required, Urban Assault is the kind of game that begs to be 
played with a joystick—especially Microsoft’s Force Feedback joystick— 
which actually shakes and rumbles, and produces other tactile sensations that 
can notch up the drama on your gaming experience. The following commands 
apply to joysticks. There are considerably less of these commands than those 
for the keyboard, so we don’t divide them into categories. 


Forward/Nose Down (Move Stick Forward): Like many of the keyboard 
functions described above, two joystick functions perform separate actions, 
depending on the kind of vehicle you’re in. For example, pushing the joystick 
forward will move a Ground Unit forward, but if you’re flying an Aircraft the 
same action will push the nose down. 


Back/Nose Up (Pull Stick Back): The same thing applies here. Pulling back 
on the joystick will cause a Ground Unit to start moving in reverse, or will pull 
the nose up on an Aircraft. 


Left (Move Stick to the Left): This action only performs one function— 
turning to the left. 


Right (Move Stick to the Right): Likewise, move the stick to the right to turn 
to the right. 


Accelerate (Side Throttle): If you need to step on the gas, you do so by 
manipulating the Throttle switch located at the base of the stick. (If you happen 
to be piloting a chopper, you’ll also need to push the joystick forward while 
you work the Throttle switch with your other hand.) 


Brake (Bottom Right Button on Stick Head): As we mentioned, once 
Ground Units start rolling, they won’t stop until you put on the brakes. The 
head of the joystick contains four buttons—use the bottom right one to stop. 


Fire Main Weapon (Trigger): Lock and load—you fire your big gun by 
pulling the trigger (which, of course, makes perfect sense). 


Fire Machine Gun (Left Button on Stick Head): You’ve got another weapon 
to uncork against the enemy. When you’re ready to let loose with your machine 
gun, use the long button located on the left side of the joystick head. 
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Missile View (Top Right Button on Stick Head): Want to see where your 
heavy ordnance is landing? Press the top right button on the head of the 
joystick and you'll be able to track where your missiles hit. 


Move Targeting Sights (Center Button on Stick Head): If you need to 
relocate your sights in order to target a certain foe, use the button positioned in 
the center of the joystick head. 


Targeting Mode (Back Switch on Base of Stick): Urban Assault gives 
joystick users a special mode for sighting enemy targets, which is explained in 
detail via Online Help. 


Mouse Commands 


We can't really recommend using a mouse to play Urban Assault—the mouse 
just doesn't have enough buttons for a game with so many control needs. On 
the other hand, you might not have a choice in the matter because of system or 
budget constraints, so here are the commands for playing with a mouse. Play at 
your own risk. 


Target Up/Nose Down (Push Mouse Forward): The first action pertains to 
Ground Units. If you're piloting Aircraft, this same move will lower your 
craft's nose. 


Target Down/Nose Up (Pull Mouse Back): Pulling back on the mouse lowers 
the gun turret on a Ground Unit, but pulls the nose upward on an Aircraft. 


Left (Move Mouse to the Left): Slide the mouse to the left if that's where you 
want to be heading. 


Right (Move Mouse to the Right): Should you want to move to the right, 
simply slide your mouse in that direction. 


Fire Main Weapon (Left Button): When you've got ‘em targeted, click the 
Left button to shoot your main weapon. 


Select Units on Map (Left Button): In the thick of battle, this is the button 
you use to fire at enemies. However, when your pointer is located on the map, 
this same button will select battle units for you. 


Deselect Units on Map (Right Button): By the same token, if you want 
to deselect a battle unit, you position your pointer on the unit in question 
and right-click. 
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Mouse Control Mode (Right Button): The Mouse Control Mode lets you 
customize the mouse's button configuration, so you can feel more comfortable 
with it during combat. (Remember that if your pointer is situated on the map, 
the Right button will deselect units.) 


Power Tools 


Your job as a commander would be infinitely tougher if you weren't equipped 
with amazing tools. Most helpful: your all-purpose battle map, which is your 
one-stop shopping place for tactical information. Not only does the map 
(toggled on- and off-screen with the M key) tell you where your enemies are 
positioned, but it also provides you with locations of key sectors, technical 
upgrades, power stations, and beam gates. 

With a map this complex and versatile, it only stands to reason that it 
requires a little explanation. Issue one: the various buttons that help you unlock 
the map's vast utility. Once you understand its features, you can customize the 
map so it will do your bidding. 


Keys to the Map 


When you press the M key 
and the map appears, you'll 
notice a small row of 
buttons, each showing a 
different icon. If you prefer, 
you can activate each of 
these map "customizers" 
with a keystroke, although 
it's difficult to imagine that 
being more convenient than 
clicking the buttons. You'll 
probably decide the buttons 
are easier and faster to find 
than regular keys because 


Urban Assault's "miracle" map lets you zoom out so you there are fewer buttons in 


can get the big picture strategically, or zoom in tight (shown 
here) so you'll know exactly when trouble's coming for you. 


that part of the screen (less 
visual competition) and 
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because the buttons have icons that you'll easily be able to identify during a 
quickly stolen glance. 


Sector Detail (NUM 1): Clicking this button shows you the lay of the land— 
posting the locations of buildings, key sectors, and the technology upgrades that 
can make your war machinery even more deadly. 


Sector Ownership (NUM 2): The point of the game's battles (beyond 
providing you with fantastic gaming entertainment) is to claim the territory 
blocks called sectors. Clicking this button outlines each individual box on the 
map grid in a certain color, which is used to identify the controllers of each 
sector. Here's the color key: 


* Blue = The Resistance 
* Red = Ghorkovs 

* White = Mykonians 

* Yellow = Taerkastens 
* Green - Sulgogars 


Vehicle Status (NUM 3): The map automatically posts the location of vehicles 
within a sector, but sometimes that alone isn't enough info. If you want to 
discover the relative health of a certain vehicle or find out where it's heading, 
Vehicle Status should be your next stop. Clicking its button will post a small 
(yet discernible) life meter over every vehicle in the sector. 

This life meter consists of five adjacant blocks color coded to suggest the 
vehicle's strength (green being healthy, red indicating weakness). You'll notice 
that as you target a vehicle and are causing cumulative damage to it, the 
vehicle's life meter will eventually lose a block, then another, and so forth 
(when the blocks are gone, so is the vehicle). This can be of key importance, 
because often your view of an enemy will be obscured, even though your 
inflamed red sights suggest that you've got the vehicle locked on target. In 
those cases, the life meter basically tells you how long you need to blast an 
enemy until you've put it out of commission permanently. 

Vector lines are line segments that connect a vehicle to a target or 
destination, suggesting direction or relationships. The green vector line shows 
you where the vehicle is going, while the red vector line indicates that the 
vehicle in question is ready to fire its weapon and displays where the vehicle 
will be shooting. The yellow line is used to delineate the relationship between a 
vehicle serving as squad leader and the drones that follow it. This line will be 


Microsoft 


VÀSSAULT 


useful for showing the movement of entire squadrons. The remaining vector 
line, which is orange, indicates that the vehicle in question is already slugging it 
out in battle and shows the unit receiving its wrath. 


Unlock/Lock Map (NUM 4): Clicking this button lets you be the center of 
attention, literally. When the map is locked (you'll be able to tell by the lock 
icon on the button), its focus stays on your current position. Otherwise, you'll 
be able to use the scroll to check different parts of the sector. 


Zoom In (NUM +): There would be no need for an Unlock/Lock Map option 
unless the map was sufficiently large to need scrolling. You can change the 
focus of the map through three magnification levels, ranging from a broad 
overview showing the entire sector (this is great for strategy, yet poor for 
tinkering with individual units) to a close-up level which lets you concentrate 
on a smaller portion of the map. 


Zoom Out (NUM -): Your alternate tool for changing the map’s scope. 


Toggle Map Size (NUM 5): This button switches between two map sizes, 
depending on what you have room for in any given sector. The map can also be 
resized by clicking the button in the bottom right corner of the map screen, and 
keeping the mouse button pressed while dragging the frame outward to any size 
you like. Likewise, should you wish to keep the same size map, but move it to 
another screen location, you need only click the blue bar that runs at the top of 
the map and drag the entire map to its new home on-screen. 


Map Icons 


Maps are meant to convey lots of information in an economical manner. The 
map you use in Urban Assault accomplishes this by posting icons. Here's the 
key to the symbols it uses: 


Power Station: Energy is the name of the game (well, not really) and your 
ability to create more battle units is boosted with every power station you 
claim. You can even tell how strong each power plant is by checking to see 
how many white boxes are shown in the top left corner of the sector. The more 
boxes, the more juice. 


Technology Upgrade: Upgrading your vehicles makes them tougher in battle, 
so you naturally want to grab any technology upgrades you can. These also 
improve buildings you might have in your possession. 
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Key Sectors: The most precious turf in the game, 
because you can’t open the beam gate and move on to 
the next level until you’ ve conquered all the key 
sectors in your current level. 


Closed Beam Gate: Until you triumph in all of a 
level's key sectors, you can expect to see this symbol— 
meaning there's still work to be done in this level. 


Open Beam Gate: It's a great sight to see when the 
beam gate icon has changed on the map after you 
conclude a battle for a key sector. This symbol says 
that you've graduated from this level, and anytime you 
want to leave, the door's open. 


Vehicles: The symbol indicates it's a vehicle, but the 
color of the symbol gives you the other key piece of 
information: which group controls the vehicle. The 
symbols are color coded (see "Sector Ownership" 
earlier in this chapter). 


Screen Symbology 


You'll notice that a set of symbols runs along the 
bottom of any game screen in Urban Assault. Although 
each of the functions represented by these icons can be 
triggered by using the listed keyboard commands 


Power Station. Technology 


Upgrade. 


Closed Beam 
Gate. 


Vehicles. 


Open Beam 
Gate. 


(which have already been covered), clicking these symbols is handier than 
having to root around and pick out the particular key you need. (Most of the 
functions are self-explanatory, although descriptions for all are found in the 


"Keyboard Commands" section earlier in this chapter.) 


Create Vehicle or Building: Also controlled by the C key. (You can only 


access this function when you're in your Host Station.) 


Heads Up! 


The final tool in your fiercesome warchest is the Heads-Up Display which, like 
the map, floats on top of your regular game screen (so it doesn't get in your 
way) and can be toggled on- and off-screen with the press of a single key (in 
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Squadron Jump into Jump to Jump to 
Vehicle or Manager: S. Vehicle: J. Host Station: Current Squad 
Building: C. F4*, Leader: F5*. 


Jump into Cycle Cycle 

Gun Turrets: Through Through 

F61. Units in Squad 
Squad: F6*. Leaders: F7*. 


Situation 
Analyzer: F2. 


Main Menu: 
Esc. 


*Only accessible from vehicles. *Only accessible from Host Station. 


Never has one compass done so much for 
so many: the Heads-Up Display's compass 
shows where you're heading and what you 
should be worried about on your way there. 
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this case, the H key). The HUD is made up 
of four parts (the compass, the targeting 
sights, the Vehicle Identification Display, 
and the Energy Manager). At least two 

of these parts are plainly essential for 

your survival in the game. We'll begin 

our discussion with the most important 

of these four components. 


The Compass 

The compass uses colors and symbols to 
pack several types of directional 
information into a relatively small screen 
item. For starters, you'll notice that one of 
the four directional arrows is larger than 
the others. This is a smart way to indicate 


North without having to post letters on the compass. Then, in the center of the 
compass, between the directional arrows, you'll notice a frame that appears 
pointed in a certain direction. This indicates the direction faced by the vehicle 
you're currently piloting or driving. Next you may see small, yet vibrant, 
yellow points. These indicate a destination to which you're traveling. (This 
suggests that the game knows where you're headed, which further implies that 
you've used your map to identify a sector and set your vehicle on an automatic 
route to get there.) Similarly, depending on your current position, you may see 
a blue arrow. This shows which direction to take if you want to return to the 
Host Station. (You'll be glad you have this arrow if your home fort is attacked, 
which will inevitably occur at some point during the game.) By the same token, 
when you get within a certain distance of enemies, you'll see hot red arrows 
telling you to be on your guard. These red arrows give you crucial advance 
warning that you should use to summon auxilliary forces or plan evasive 
tactics. Hopefully, when the battle's over, the color of the square in the middle 
of the compass, which tells you who controls the sector you're currently in, will 


have changed to your team color. 


Targeting Sights 

It's probably not necessary to explain why 
your targeting sights are important, 
especially since this is a game that depends 
heavily on firing weapons. What you 
should keep in mind, however, is that you 
can adjust your sights if you're in a ground 
unit. You effect such a change by adjusting 
the joystick's hat switch. 


Vehicle Identification Display 

A box containing four types of information 
about the vehicle you're presently 
controlling, the Vehicle Identification 
Display, is posted where your map usually 
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The Vehicle Identification Display is like a 
concise Owner's Manual—it indicates how 
much life is left in your mean machine, and 
shows what kind of weapons come standard. 
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would be positioned, in the bottom left corner of the screen. The VID tells you 
what kind of vehicle you’re operating and uses a type of life meter to indicate 
what shape it’s in. The VID also shows what kind of weapon you’re equipped 
with at the moment, and how much ammo you’ve got left, so you can better 
gauge your firing needs. 


Energy Manager 

The last part of the HUD is the Energy Manager, a bar containing four 
horizontal meters, which runs along the top of the game screen. We discuss 
energy management in detail in Chapter Six: Precious Resources, and you 
should turn there for full descriptions of the four meters, whose icons are shown 


and listed here. 


Absorption Host Beam Rate. Create 
Rate. Station Energy. 
Life Energy. 


Chapter Four 


Tanks, choppers, Space Age flying cubes, and old-style propeller planes—these 
are just a few of the enemy vehicles that you face off against in Microsoft's 
Urban Assault. During the course of your battles you're going to encounter 
adversaries of every description (and a few that defy all description). Keeping 
all these enemy craft straight can be tricky, but it's crucial that you be able to 
distinguish them. There are differences between the enemy craft, like the 
various Resistance vehicles, for example which are profiled in Chapter Five: 
Mix ‘n’ Match Machinery. You need to understand these differences before 
engaging each in battle. Some enemy vehicles are more difficult to destroy than 
others. You'll find that some are easier to annihilate if you utilize the optimal 
type of unit (ground-based units versus aircraft, for example). In this chapter 
we'll examine each enemy fleet, starting with the two human factions that are 
actively working to wipe you out. 


Disgruntled Neighbors 


When you first play Urban Assault, you might find yourself wondering where 
the aliens are. After all, the alien forces (comprised of the Mykonians and the 
Sulgogars) are mentioned throughout the introductory sequences which outline 
the game's basic scenario. Now, however, when you're primed to hunt some 
intergalactic prey, there's not an alien around for you to sight and fire upon. 
What gives? 

Not to worry—the game has aliens aplenty in store for you. But first you 
must contend with the most treacherous creatures in all the galaxy—humans. 
Two human factions are decidedly opposed to the efforts of The Resistance, 
and both are bent and determined to make sure there won't be anything left of 
you to do battle with the aliens. 
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The Ghorkov Menace 


Ghorkov—the name has a definite Russian feel, as befits a race of Eurasians. 
This is an enemy faction that will stop at nothing to target your battle units— 
even though alien fighting forces are waiting in the wings to eradicate all 
human life (including the Ghorkovs). Ghorkovs are the first enemies you face 
in the game—and in some ways, they're the deadliest. 


Ghorkov Craft 


Here are the Ghorkov vehicles you can expect to tangle with in Urban Assault, 
listed in order of their sheer ferocity. The “Threat Level" rating describes the 
level of difficulty you're likely to face when you try to put these vehicles out 
of commission. 


Tien-Ying: Chances are you won't see too 
many of these lightning-quick jets, and 
that's good news. (Be thankful the Tien- 
Ying's energy cost is fairly prohibitive.) 
What makes this aircraft so treacherous? 
Perhaps it's the sheer rocketing velocity, 
causing the jet to hurtle away from 
detection with breath-taking acceleration. 
The rocketing Ghorkov Tien-Ying—it moves Threat Level: Ground Unit = 4.5; 

like a bullet. Aircraft = 5 


Gigant: “Floats like a butterfly, stings like 
a bee” is a pretty apt description of the 
Gigant’s twin activities. Its hovering can 
make you think you’re seeing a Host 
Station in the distance—it’s like a floating 
mirage. If you hang around too long, you'll 
find out it’s packing heat like a Host 
Station. The Gigant is also extremely 
resilient, and you’ll be shelling it for what 
feels like an eternity. 


The Gigant's laser cannon really dishes out Threat Level: Ground Unit = 4; 
the punishment, and it takes as good as Aircraft = 4 
it gives. 
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Ying: Like a wary UFO, the Ying is able to 
change its course, speed, and altitude 
before you’re even sure where it was a 
second ago. Granted, it doesn’t take much 
punch to blast a Ying out of the sky, but 
you've got to find it first. Good luck. 

Threat Level: Ground Unit = 4 
Aircraft = 3.5 


Speedy: Speedy's a fast mover that zips 
across terrain like it’s nobody's business. 
The Speedy is as quick and maneuverable 
as a sports car, yet is armed to the teeth 
and can stand and fight when backed into 
a corner. 

Threat Level: Ground Unit = 3.5; 
Aircraft = 4 


Tekh-Trak: The Tekh-Trak is a 
considerable presence among land 
vehicles—primarily because of its dogged 
toughness. More of a threat on the ground, 
a Tekh-Trak should be relatively easy to 
target from the air. 

Threat Level: Ground Unit = 3.5; 
Aircraft = 2.5 


Ghargoil 3: You'll encounter lots of 
Ghargoil choppers among the Ghorkov 
fleet. The top-of-the-line model, the 
Ghargoil 3, achieves harrowing results by 
flying over its victim, and then releasing a 
bevy of bombs that rain death from above. 

Threat Level: Ground Unit = 3; 
Aircraft = 2 


It dips, it swerves, and it makes you crazy 
when yourre trying to target it—behold the 
wily Ying. 


Have a run-in with a Speedy and you won't 
have time to get its license plate number. 


Tekh-Trak couples rugged dependability 
with mid-size maneuverability. 
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The bomb-dropping Ghargoil 3 specializes in 
lowering the boom on unsuspecting victims. 


If the chopper you're tracking is sporting twin 
rockets, it's got to be the Ghorkov Ghargoil 2. 


The Ghargoil's quick, unfettered design 
makes it a tough target—but an easy kill. 


Ghargoil 2: You'll see more Class 2 
Ghargoils than any other type of choppers 
in the game. Easily distinguished by its 
twin side-mounted rockets, the Ghargoil 2 
can withstand lots of shelling (which is 
fortunate since its added heft tends to make 
it a slower target). 

Threat Level: Ground Unit - 2.5; 
Aircraft = 3 


Ghargoil: It might be the bottom-of-the- 
line model, but the standard issue Ghargoil 
has something to offer its Ghorkovian 
controllers: speed. It's plenty quick 
and can dance around in the sky like a 
hummingbird. (It's also about as sturdy as 
a bird—a couple of well-placed shots will 
smash a Ghargoil beyond recognition.) 
Threat Level: Ground Unit = 2; 
Aircraft = 2.5 


Fyugii: When the Ghorkovs want to 
engage in some saturation bombing, the 
vehicle they call into service is the Fyugii, 
a lumbering bomber that boasts impressive 
storage capacity (at least as far as explosive 
cargo is concerned). Think of the slow- 
moving Fyugii as a time bomb—if you 
don't eventually defuse the Fyugii (by 
blasting it), its bombs could blow up right 
in your face. 

Threat Level: Ground Unit = 2, 
Aircraft = 1 


Ormu-Scout: Technically, the Ormu-Scout 
can't inflict any damage on your units, but 


that's no reason not to destroy it if you're given the chance. If you blast it, you 
don't run the risk of this tricky satellite conveying locational data about your 
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position to other enemy units. 
Threat Level: Ground Unit = 1; 
Aircraft = 1 


Taerkasten Troublemakers 


The Taerkastens are the oddest faction 
you'll battle; in many ways they are even 


more bizarre than the alien forces you fight. 


They are an anti-progress, anti-technology 
affiliation of disgruntled hillfolk. Asserting 
that The Resistance allowed and encouraged 
the earth’s physical destruction, the 
Taerkastens have an axe to grind with you. 
A scavenger culture if there ever was one, 
the Taerkastens will use any piece of battle 
machinery they can lay their hands on. 


Taerkasten Craft 

The variety among Taerkasten warcraft is 
amazing—they have everything from bi- 
planes to laser-packing satellites. The 
trouble is that the Taerkastens are able to 
maximize the utility they get from 
everything they find, and then subsequently 
use. Their warchest is a tribute to the fact 
that weaponry doesn’t have to be fresh off 
the assembly line to still pack a wallop. 


Phantom: It’s almost too fast to track, and 
nearly too tough to destroy. The Phantom, 
an attack jet festooned with missiles and 
extra armor, leads the Taerkasten arsenal 
and presents a serious challenge to all 
comers. A nearly perfect battle vehicle, the 
Phantom is fast, tough, and can slash you 
like a veritable razor. 

Threat Level: Ground Unit = 4.5; 
Aircraft = 4.5 


For having “killer” cargo, nothing compares 
to the bomb-heavy Fyugii. 


The spy satellite Ormu-Scout can't really hurt 
you—at least not directly. 


With its fiery missiles, the mighty Taerkasten 
Phantom can take the heat and also serve 
it up. 
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Serp: It flashes by your eyes, right before 
your own life does. The Serp utilizes 
amazing speed as it zips in and out of 
attack range. Given its miraculous velocity, 
it only seems fitting that the Serp is shaped 
something like a bullet. 

Threat Level: Ground Unit = 4; 
Aircraft = 3.5 


The Serp is here before you know it, and then 
(again, before you know it) it's gone again. Zeppelin: Most of the original zeppelins 
weren't known for their indestructibility— 
but then again, none were plated with this 
much armor. The Taerkasten Zeppelin is 
packed with ordnance, too, making it a 
floating thundercloud that you must take 
very seriously. 

Threat Level: Ground Unit = 3.5; 


You'll find this Taerkasten Zeppelin is carrying Aircraft = 4 
plenty of heavy metal. Bronsteijn: Laser warfare seems too new- 
fangled for the retro Taerkastens, but they 
have dabbled in it. Their Bronsteijn 
satellite, for example, can sight earth-based 
targets from above and then cook them 
with its powerful lasers. 

Threat Level: Ground Unit = 4; 
Aircraft = 3 


Leonid: A massive fighting force, the 
Leonid is one of the most formidable 
tanks operated by any of the factions. The 
Leonid is strong in the two areas that count 
most—in its offensive firepower and its 
defensive armor. 

Threat Level: Ground Unit = 3.5; 
Aircraft = 3 


The Bronsteijn satellite is equipped with 
lasers that can zap you long-distance style. 


The Leonid is one of the strongest tanks in 
the entire game. 
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Firebat Mnosjetz: Leave it to the 
Taerkastens to fly an old-timey 
prop plane into battle. What’s surprising 
is how effective this craft is, as it 
dogs choppers and ground units alike. 
The Firebat Mnosjetz comes out of 
aviation history, but thanks to its ample 
armor, proves itself able to inflict 
considerable damage against newer, 
more sophisticated vehicles. 

Threat Level: Ground Unit = 2.5; 
Aircraft = 2.5 


Hetzel: Here’s another blast from aviation’s 
past—Tresembling a Cessna or Piper plane. 
This humble craft is the main stay of the 
Taerkasten air force. 

Threat Level: Ground Unit = 2; 
Aircraft = 2.5 


Eisenhans: The Taerkastens' other tank 
looks like WWI issue, with a slanting 
design that's easy to spot. The Eisenhans 
is comparable to the Leonid in terms 
of its ability to protect itself (it might 
even be better armored than the 
Leonid), but falls short when it comes 
to firepower. 

Threat Level: Ground Unit = 2; 
Aircraft = 2 


Otschko Spyglass: As with the Ghorkov 
Ormu-Scout, the Otschko Spyglass is really 
a defensive tool—it's a satellite looking for 
an informative picture to take. You might as 
well blast it when the opportunity presents 
itself. 

Threat Level: Ground Unit = 1; 
Aircraft = 1 


The Firebat Mnosjetz is proof-positive that 
newer isn't necessarily better. 


Don't play chicken with the Hetzel—it's too 
well armored. 


The Eisenhans tank is better at absorbing 
damage than inflicting it. 


The camera never blinks, especially when 
your forces are being studied by the 
Otschko Spyglass. 
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Not of This World 


Urban Assault is structured so that you first fight human enemies, and then, as 
the missions grow in complexity and challenge, you begin encountering and 
battling aliens. 

Be forewarned: any pre-existing notions you might have about the 
appearance of alien spacecraft are going to be severely tested by the 
unpredictably odd looks of the Mykonian and Sulgogar craft. 


The Mykonians: Boxing Out the Opposition 


The Mykonians are power-hungry, and we mean literally power-hungry. They 
came to Earth seeking its natural energies, and they now siphon the Earth's 
inner reserves of energy with a diabolical suction device known as the Parasite 
Machine. The Mykonian Invasion has produced nothing but terror and misery 
for humankind ever since its inception. 

And the cubes—always watch out for the cubes. The Mykonian vehicles 
that make the strongest visual impression are the cube-style air- and ground 
craft. It's surreal to see what is little more than a box cruising through the air at 
treetop level. It travels without wings or engines, and leaves no jet trail as it 
defies gravity and the accepted principles of aerodynamics. You never forget 
such an image: a box flying through the afternoon sky; stopping on a dime in 
mid-air; freezing in place for extended periods of time; and changing direction 
without experiencing shifts in inertia. Weird. 


Mykonian Craft 

Although the cube crafts are the most 
interesting looking vehicles in the 
Mykonian fleet, they are by no means the 
most fierce. That distinction belongs to a 
weapon that is absolutely spare in design— 
one which proves nearly unassailable. 


Static: This is a tricky one, a low-post 
defensive weapon that excels because of its 


Discovered too late, Statics like this one can chameleon-like ability to blend in with its 
turn out to be towers of pain. landscape. When flying over Statics, for 
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example, you'll very likely experience 
difficulty spotting these Mykonian 
flak stations. 

Then, when you least expect to see a 
Static—expect it. 

Threat Level: Ground Unit = 5; 
Aircraft = 5 


Bomber: Possessed with brilliant speed, 
the Bomber is a conglomeration of three 
individual cubes connected by a band of 
pure energy. When the cubes start spinning, 
watch out—bombs are sure to start flying. 

Threat Level: Ground Unit = 4.5; 
Aircraft = 4.5 


Myko Stick: Another strangely shaped 
weapon (or vehicle) from the Mykonians— 
the Myko Stick takes the form of a pogo 
stick (it actually makes a hopping motion). 
Individually Myko Sticks don't present too 
big of a problem, but in large numbers they 
can be altogether vicious. 

Threat Level: Ground Unit = 4; 
Aircraft = 4.5 


Hourglass: The Mykonians are 
resourceful—they know how to fashion 
vehicles by putting combinations of cubes 
together. That's how they created the 
chopper-like Hourglass vehicle that's 
comprised of two cubes. The Hourglass 
offers plenty of challenge, no matter where 
you encounter it. 

Threat Level: Ground Unit - 4; 
Aircraft = 4 


X01 Quadda: A rectangular variation of 
the “cubist” theme, the Quadda (which 


The Bomber derives its explosive energy 
from three connected cubes. 


Watch out for the Myko Stick—especially 
when they appear in groups. 


It takes two cubes to make an Hourglass— 
a snazzy vehicle the Mykonians use as a 
battle copter. 
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resembles a brick) is often dispatched in 
groups assigned to harrass and overtake a 
Host Station. Although they're not 
lightning quick, the Quadda can gang up 
on you and descend on your position like a 
boxslide in a warehouse. 


Threat Level: Ground Unit = 3.5; 
The Quadda likes to attack in groups, Aircraft = 3 


descending on their targets like an avalanche. 


5PO Air Cube: Not an especially durable 
foe, the 5PO Air Cube isn't really fast 
enough to elude tracking. Nonetheless, the 
outrageously strong energy bolt that this 
cube instantly fires makes this a vehicle 
worth your attention. 

Threat Level: Ground Unit = 3; 
Aircraft = 2.5 


The trademark Mykonian vehicle, the 5PO Air Ground Cube: The land-roving cousin 
Cube offers you many 90-degree angles. to the standard Mykonian flying cube 


usually travels in packs and pulls the 
necessary power it needs right from the 
Earth’s surface. Unless it is traveling in 
groups, it shouldn’t give you much trouble. 

Threat Level: Ground Unit = 2; 
Aircraft = 2 


Radar: This is a defensive resource tool, 

and as such, poses no direct threat to your 

security. However, if it is providing useful 

information to your enemy, perhaps it 

would be wise to go ahead and destroy it. 
Threat Level: Ground Unit = 1; 

The Ground Cube skims the surface, moving Aircraft = 1 


forward while it extracts energy from the 
Earth’s surface. 


Now on Deck: The Sulgogars 


There will come a time during your experiences with the various single-player 
missions when you might think you’ve seen everything under the sun. Then 
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you run into the Sulgogars, a creepy alien species that seems 
more like the strange plant life that you’d find in a 
botanical zoo. 


Sulgogar Craft 

You won’t confuse any other faction for Sulgogar craft— 
the vinelike tendrils that dangle off their, well, bodies 

are unmistakable, as is the intense havoc wrought by 

the Sulgogar. 


Little Brother: It hovers like a cloud, and as soon as it 
comes within striking distance, it releases a poison 
specially engineered to ruin your battle craft. The Little 
Brother, as its name suggests, isn’t terribly large—a 
fact that greatly aids its efforts to remain undetected 
and untargeted. 

Threat Level: Ground Unit = 4; Aircraft = 4.5 


Slime Lord: The Slime Lord instantly triggers memories of 
nuclear explosions, no doubt because of its mushroom-like 
appearance. It (like most Sulgogar weaponry) is built to hit 
enemies with awesome, disabling flashes of energy, and 
its energy charges are among the most powerful in the 
Sulgogar classification. 

Threat Level: Ground Unit = 3.5; Aircraft = 3.5 


Mean Green: Another energy-flashing enemy, the Mean 
Green earns its name by being the toughest Sulgogar. 
Its complex defense system uses an organic composition 
to create a structure that’s tough to penetrate with 
your ordnance. 

Threat Level: Ground Unit = 3; Aircraft = 3 


BioAgent: An intelligence-gathering weapon, the BioAgent 
looks like some kind of blue airmass. As with all enemy 
reconnaissance units, we recommend going ahead and 
destroying it as soon as possible. 

Threat Level: Ground Unit = 1; Aircraft = 1 


The Mykonian Radar 
can't really hurt you— 
especially if you destroy 
it before it can report 
your position. 


Sulgogar Little Brother is 
actively trying to wipe 
you out. 


You should have time to 
evade the Slime Lord's 
powerful blasts of 
concentrated energy. 
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Mothership 
Convention 


There is one set of enemy vehicles 
we haven’t analyzed yet—the 
motherships from each of the four 


Be prepared to throw the Even the Sulgogars need 


fireworks at the Mean to keep an ear to the enemy factions. It should be noted 
Green, which is definitely ground. The BioAgent is that the Ghorkov, Taerkasten, 
built for survival. used for this purpose. Mykonian, and Sulgogar 


motherships are typically the most 
powerful enemy vehicles you'll face 
(and are usually the best protected by 
supplemental enemy forces). Here's a 
comparison of the motherships—a 
showdown to determine which are the 
most powerful: 


Ghorkov Motherships: There are actually 
two sizes of Ghorkov motherships and 

The Ghorkov motherships are well protected— Pac VOBIS postis Ip S SEB Fd 
getting close to one, like this Turantul, will with an abundance of rockets for fending 
prove to be a dangerous business. off enemy attack. They are a superior 
faction because they're constantly 

guarded by their drones— getting close to 
these motherships won't be easy. 
Furthermore, the Ghorkov motherships 

are more mobile than those of other 
factions, and they simply have a better 
aim to boot. Add it all up and it's clear 
that the Ghorkov motherships are not to be 
tangled with unadvisedly. 


Taerkasten Mothership: Big and bold, the 
Taerkasten mothership vaguely resembles a 


The Taerkasten mothership is difficult to huge building floating through the air. 
penetrate with fire, but you shouldn't have to Although it's heavily armored, you can be 
worry about it tagging you in return. thankful that its gunners suffer from poor 
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aim. If you're careful, the rockets it fires 
can be easily side-stepped. 


Mykonian Mothership: It's loaded with 
devastating weapons, especially for 
blasting your aircraft, but the Mykonian 
mothership isn't really built for enduring 
the long haul in intense battle situations. 
Its protective armor is weak and it seems 
to take the Mykonian mothership a long 
time to really warm up for battle (for 
example, its guns don't fire that much 
when you first face it). One thing 
working in its favor is its appearance—it 
doesn't look too vastly different from other 
Mykonian ships. 


Sulgogar Queen: The Queen's fully 
capable of offensive action (get a glimpse 
of her powerhouse energy blasts), and yet 
it's a fairly vulnerable target. The proof of 
its fragility is that you can inflict heavy 
damage on it even when using a weak 
vehicle like the Firefly. 


Mystery Guest 


It isn't until late in the game when you 
finally have a run-in with the dreaded and 
mysterious cult called the Black Sect. 
Aside from the fact that their roots are in 
Europe, no one knows very much about 
this human faction, which guards its 
secrecy as forcefully as it attacks its 
enemies. The Black Sect will remain a 
mystery for you to solve. 


The Mykonian mothership can be brought 
down by a single unit, if that unit has a 
clear aim. 


Looking like a jellyfish, the Sulgogar Queen 
mothership lacks a defensive backbone. 


Take a good look now at this Black Sect 
Host Station—you won't get many 
opportunities later. 


Chapter Five 


MK 


As the leader of all Resistance forces, you’re charged with a huge 
responsibility. But take heart, you also have a variety of battle units at your 
disposal. Whether you’re waging war from the skies above, or blasting away 
toe to toe at ground level, your vehicles cover the spectrum of capabilities with 
each offering its own combination of strengths and weaknesses. 


Tanks 


The Jaguar and Tiger tanks will usually 
serve as the backbone of any attack group. 
The difference between the two vehicles is 
simple: the Tiger is a stronger, yet slower 
tank than the Jaguar. Brawn counts here— 
it’s almost always better to create Tiger 
tanks instead of Jaguars. 

Tanks are very useful as “filler,” or 
shock absorbers for the fire you inevitably 
draw during an attack. Thick armor lets 
these tanks take a lot of punishment. And 
tanks can give as good as they get, thanks 
to their long-range, powerful cannons. 

Tanks sent out on Aggressiveness 
Level 2 can only be stopped by other tanks. 
Enemy planes, helicopters, and bombers 
(especially bombers) encountered en route 
will destroy a few tanks, but the majority of 
your tank force will survive to reach its 


The Jaguar makes fast work of exploring and 
claiming sectors. 


Need to tear down an enemy flak station? Try 
the ferocious Tiger. 


The Fox is light on defensive capability, but : ° 
excels in its hit-and-run offensive capabilities. | reinforce the front lines. As helpful 
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destination. Therefore, tanks are the vehicle of choice when you must establish 
a presence closer to your enemy. After all, your adversary can't waste energy 
using vehicles to attack your Host Station when a large tank formation has 
penetrated deep into his own territory. 

Tanks are also good for claiming sectors. The Jaguar, fast yet powerful, is 
particularly well-suited to this task. When you want to conquer many sectors 
quickly, create two or three pairs of Jaguars, then send them all out exploring in 
different directions. Setting waypoints (using the Shift key) will help make your 
expansion plan more efficient. 

The Tiger tank also has utility as an effective anti-building sniper. Take 
control of a single front-line Tiger, and then drive it toward the enemy. Stop the 
tank when you get within visual range of your adversary, but before the tiny 
colored triangles that designate affiliation appear over your target. Then start 
firing. Because the Tiger's main gun has a longer range than the cannons found 
on the Host Station and flak stations, you can often deal out an incredible 
amount of damage while enjoying relative safety. Flak station towers are 
especially vulnerable to this tactic. Feel free to blast away at enemy-controlled 
power stations—the less power the enemy has, the fewer enemy vehicles he 
can create. 

Tanks are surprisingly agile, though they're slow. Since tanks have two 
independent tracks, a tank can turn in place, making the task of sighting a target 
much easier. However, unless you are attempting a sniper mission as outlined 
above, a tank is a poor choice of vehicles in terms of user control. Tanks have a 
hard time shooting air targets, tend to be slow, have trouble climbing very steep 
mountains, and make easy targets for bombers. 


Anti-Aircraft Tanks 


The Fox is a light tank that has some anti- 
air capabilities, while the Weasel is a 
dedicated anti-air vehicle. These tanks 
sacrifice armor in favor of speed. 

Both the Fox and the Weasel are quite 
fast and make good choices as Reserve 
units because they can quickly move to 
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additions to tank groups, they provide some 
protection against aircraft. 

The Fox is also a talented scout 
vehicle. Sending out a small group of 
Foxes (four or five of them) on 
Aggressiveness Level 4 will quickly 
conquer many sectors. The versatility of 
the Fox will also give it a fighting chance 
against any unexpected enemy encounters. The Weasel is another quick-moving tank 

These light tanks are fast. Very fast. It that's high on speed and low on shielding. 
can be difficult to keep sure-handed control 
of the steering, much less target and fire at enemy vehicles or installations. But 
these anti-air tanks desperately need their speed—a single enemy hit will most 
likely destroy them, so they need to remain in motion. Given the complexity of 
all these tasks, it is best to let the computer handle the targeting and firing tasks 
where feasible. 


Other Ground Units 


Your tanks aren't the only ground-based vehicles you've got, although they are 
far and away the most powerful of them. Still, each of these other ground units 
has its own special talents, which can be used to strengthen your war efforts. 

For example, there are any number of situations in which you might need a 
strong dose of artillery fire. That's when you should turn to the Pico, available 
as a technology upgrade. The Pico is packing serious heat—its mighty turret 
can drop a building with little effort (usually no more than a single volley is 
needed). Not a tank for taking into battle, 
the Pico is best used as support artillery 
posted at optimal firing positions. 
Structures (like buildings, radar stations, 
and flak stations) make the best targets for 
Pico, while fast moving units (be they 
ground or air units) don't fare as well for 
the slow-moving Pico. 

Groups calling themselves “The 
Resistance" have used weapons like 


The Pico won't win any races, but with this 
much firepower, who cares? 
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the Rock Sled for decades. The Rock Sled 
is simply a car bomb. This is a delivery 
vehicle—it drives up to a target, then 
detonates its titanic explosive charge. 
Rock Sleds are equipped with machine 
guns, but these little weapons should only 
be used as a last-ditch defense. It is fast, 
but poorly armored and since it is a 
wheeled vehicle, it cannot turn without 
The Rock Sled makes special (and also moving forward or backward. 
devastating) deliveries. This is a specialized vehicle, and 
should be used rarely. The Rock Sled’s 
bomb does not discriminate between friend and foe, and a small mistake can 
cause tremendous damage to your own forces. 
A single Rock Sled can crush everything within a single sector—vehicles, 
buildings, everything. Only high-flying planes and helicopters can escape. 
These mobile bombs are best utilized to clear large groups of tanks or to take 
out key enemy power stations or flak stations. If you are attacking a flak station 
emplacement, send along a few Fireflies to draw fire, as a few hits will destroy 
your Rock Sled. 
If you decide to deploy a Rock Sled, it is a smart idea to drive it yourself. 
Try to drive through narrow alleys and avoid wide open spaces in order to foil 
enemy aircraft and steer clear of enemy ground forces. Go full throttle to your 
target and activate the bomb as near to your target as possible. 


Helicopters 


Helicopters are versatile aircraft that perform many diverse mission roles. 
Though found in four varieties, they all share one common ability. All 
helicopters are, of course, capable of vertical movement—they can gain or lose 
altitude without moving forward. As a matter of fact, helicopters can even 
move backward when necessary. 

The Wasp is a fast, lightly armored helicopter with two powerful “stingers” 
in the form of twin unguided rockets. These rockets are direct-fire only, but 
carry powerful warheads and boast a rapid rate of fire. 
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The Hornet is the Wasp's big brother. It 
is better armored than the Wasp, but is also 
more sluggish. It starts out armed with a 
single guided missile that is admittedly 
powerful, but slow to reload. Eventually, a 
tech upgrade can be found that enables this 
helicopter to fire its missiles in pairs. 

The Firefly is a cheap, disposable, 
"swarming" helicopter. Lightly armed and 
armored, this helicopter is battle-weak The Wasp lives up to its handle with a pair of 
when alone. On the other hand, it is also stingers that can really bite: twin rockets 
one of the most critical and versatile sporting large-load warheads. 
vehicles in the entire game. 

The Wasp's direct-fire rockets are almost useless against most aircraft, but 
are very effective against tanks, installations, and slow-moving bombers. Their 
light armor makes them easy prey for enemy planes and anti-aircraft fire, and 
they can be quickly destroyed by flak stations. Use small groups of Wasps 
against enemy radar stations and undefended enemy power stations. Wasps can 
also make short work of conquering distant sectors or sectors that are 
inaccessible to tanks, such as mountaintops and ridges. 

Hornets are skilled at dealing with tanks, installations, bombers, and enemy 
helicopters. They are marginally effective against flak stations, Host Stations, 
and enemy planes. Because Hornets have better armor than Wasps, these 
helicopters are the better choice when you want to add some aircraft to a tank 
group. The Hornet's slower speed means that this helicopter will not easily 
outdistance your tanks when the group is moved, which is a real plus. 

In one sense, Firefly helicopters are disposable—they are next to useless on 
a solo basis. However, en masse Firefly groups will prove vital to your success. 

Adding five or more Firefly helicopters to any group will help increase its 
life span. 

Enemy vehicles (with the exception of bombers) can only attack one other 
vehicle at a time. If you send five tanks against five enemy tanks, each tank will 
target one tank and all will be destroyed. However, if you send two tanks and 
three Firefly helicopters against five enemy tanks, then some of the enemy 
tanks will shoot at the helicopters. Because the Firefly is so darn fast, each of 
these will arrive first and draw all the enemy tanks' fire. Your adversary will 
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have a hard time getting a bead on the 
small, agile helicopters, and they'll have to 
expend several shots before scoring a 
single hit. While this is going on, your 
tanks will be shooting solely at other tanks, 
and soon the enemy will be eliminated. In 
the end, you'll lose the Fireflies, but your 
tanks will probably survive the battle—not 


The Firefly can overwhelm your enemy- bad, considering that Fireflies are cheap 
especially when it starts swarming and tanks are not. 
in numbers. 


Use this tactic with all your groups, 
and your expensive, useful vehicles will 
last longer. Fireflies are also good "panic" vehicles. If your Host Station is 
suddenly attacked, and for some reason you don't have any reserve or defense 
groups nearby, you can quickly create a swarm of Fireflies to keep the enemy 
busy while you figure out what's going on. Given that Fireflies can travel fast 
and traverse mountains, they can also be used as rapid-response troubleshooters, 
Zipping to remote "hot spots" when needed. 

Finally, a horde of Fireflies sent directly at the enemy Host Station will 
surely foul up any attack that was heading your way. It will also force the Host 
Station to create vehicles to defend itself, which will deplete its energy 
reservoirs. For this reason, and because most of the defenders' guns will be 
trying to track this Firefly horde, it's always a good idea to precede an attack on 
the enemy Host Station by dispatching a welcoming committee of Fireflies. 

Helicopters have the greatest freedom of movement. They can fly over 
obstacles like a plane and spin in place like a tank. But they can also gain and 
lose altitude without moving and can fly backward, too. Helicopters can hover 
in place, so you can still easily direct your troops and manage your squads 
while flying. For all these reasons, the helicopter is the best vehicle to control. 

That said, the Firefly should be avoided. It's too thinly armored and lightly 
armed to really accomplish anything substantial, and the computer should be 
entrusted with carrying out the Firefly's role—presenting an attractive target. It 
can be advantageous to take control of a Wasp when attacking a Host Station or 
tank platoon, but this vehicle's weak armor makes the experience short-lived 
and the unguided rockets can sometimes be frustrating to control. The Hornet, 
however, is ideal. 
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The Hornet’s thick armor enables it to 
survive long enough to accomplish your 
mission objective and its guided missiles 
ensure hit after precision hit. Flak stations 
are easily overtaken by jumping into a 
Hornet and flying straight in at them. A 
typical enemy flak station sector (four guns 
in each corner) can usually be dispatched 
with two Hornet attacks—simply fly in fast The Hornet moves slower than the Wasp, but 
at high altitude, and launch three or four only because it has superior armor. 
missiles at each of the two guns closest to 
you. The enemy fire will slam your helicopter backward, but just keep firing 
and working your way closer. Eventually they'll bring your helicopter tumbling 
down, but not before you're able to take out two, three, or even all four guns. 

Whatever you don't destroy can be cleaned up by your second Hornet. 

Enemy tanks are easy prey for the user-piloted Hornet—it's not uncommon 
to rack up 50 or more tank kills alone. Fly straight at incoming tanks, low and 
close enough to make out the visual details of the tanks, but not at ground level. 

When the first tank in the column is locked, start squeezing the trigger. Keep 
the trigger pulled and simply fly over the line of tanks, launching two or three 
missiles at each tank, adding your machine guns when needed. Since the tanks 
are rolling toward you, they'll literally drive right into your missiles. Aiming is 
not too critical with guided missiles, so concentrate on remaining above ground 
level (where the tanks will just shoot at you) and on always heading toward the 
next tank in the line. 

Enemy helicopters and bombers often travel in convoys as well—give 
them the "tank treatment." Sometimes you'll get lucky and find a large group 
of enemy aircraft on the ground. In this happy instance, simply hover in place 
and launch missile after missile into the group until they are cleared out. 

When dogfighting with other aircraft, remember that although your 
missiles are guided, they can run out of fuel. Don't waste energy by firing 
shots at rapidly retreating aircraft. Instead, fire one shot at a target to get 
its attention (occasionally vehicles will not notice you until you fire on them), 
then let the enemy really have it when it is heading directly toward you. It 
will not be able to turn or outrun the missile, and will go crashing down in 
flames. Also, don't neglect your machine guns—guns are especially effective 
against Ghorkov Ghargoil helicopters. 


The Falcon hurtles through the sky at such 
velocity that the jet can be a real handful 
to control. 
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One last tip: Your missiles are also 
heavy, and they have a hard time following 
targets up. Whenever possible, attack from 
a higher altitude than the enemy, and 
always aim a little above your target. 


Planes 


The Falcon is a typical fighter. It's 
lightning quick and comparatively 
fragile, but is well-armed with two 
small guided missiles. 

The computer does an excellent job using the Falcon against enemy 
aircraft. These anti-air specialist vehicles should be a part of every group, 
protecting your tanks from bombers and guarding your base from attack by 
planes and helicopters. It's a good idea to keep a small group of Falcons (three 
to five of them) on a high-altitude sector near your Host Station. These fighters 
can be called upon when needed, their high speed ensuring they'll arrive 
in time. 

Other planes can be used to accommodate specific strategic needs. 

The Marauder, for example, is the aircraft you'll want to turn to when it's the 
time to lower the boom on enemies. This plane is able to hold mass quantities 
of explosive charges which you can use for raining death down on ground 
units below (especially lumbering tanks). 

Since planes are so fast, it can be 
extremely difficult to control them 
properly. A helicopter is usually preferable 
to a plane, but sometimes speed is of the 
essence, such as when you want to finish 
off a badly wounded Host Station before it 
has a chance to recover from a massive 
attack you've inflicted. 

The ideal tactic for the plane is the Hit 


The Marauder has the largest payload of any 
Resistance vehicle, a logical distinction since 
it's the only bomber in the Resistance stable. 


and Run. Roar up to a target at high speed, 
shooting toward it as you go, then zoom 
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past before it has a chance to shoot back. 
Once a safe distance away, perform a turn 
and then go back for another shot. The 
Falcon’s advantage is speed, and if you 
take that speed away by trying to stay in 
place and fight like a helicopter, then your 
Falcon will be nothing but a sitting duck. 

Your most threatening fighter jet has to 
be the Warhammer, featuring a wild design 
and the greatest destructive capability of 
any aircraft you control. The Warhammer 
is unbelievably fast, so locked into its 
amazing velocity that you really should 
leave choppers for the Falcon to target (the 
Falcon sports better maneuverability). If 
you’re preparing to face off against fast 
enemy aircraft, the Warhammer is probably 
the best choice for dueling dogfights. 


Other Air Units 


A couple of remaining air units should be 
mentioned in this chapter as well. The 
Scout, for example, lets you zoom in on 
the positions of enemy units, not to 
mention other key map locations. A tech 
upgrade worth its weight in gold, having a 
Scout can give you the element of surprise, 
or snatch it away from your adversary. 
Finally, there’s the Host Station, which 
functions as your roving battle outpost. 
Although it sports a massive turret for 
protection, the Host Station isn’t much of 
an offensive vehicle. It’s similar to the King 
piece in Chess—the King can move, and 


When your offensive strike has to be there as 
soon as possible, send the Warhammer. 


The Scout supplies you with key location 
data about your enemy's deployment. 


The Host Station only has limited utility 
for battle. 
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can even take an enemy piece, but it’s sorely limited in how much it can do. 
The Host Station is analogous to the King in Chess in another critical way— 
lose either, and you’ ve lost the battle. 


Chapter Six 


For a game that places so much emphasis on destruction, it's more than a little 
ironic that conservation is such an important aspect of Microsoft's Urban 
Assault. However, this only ups the game's realism quotient, because 
maximizing key resources is something every successful military leader 

must do. 

In Urban Assault, the key resource is energy—it's what the aliens want, and 
it's what you need in ample amounts if you wish to create enough battle 
vehicles to pose a serious threat to your adversaries. Furthermore, there are 
different types of energy, and keeping a balanced supply of each (and finding 
fresh sources of energy, called power stations) will require some expert 
management on your part. The meters are small—we’ ve enlarged them in this 
chapter's pictures for better readability. 

Energy isn't the only precious resource in the game, though. The fleet of 
vehicles that do your bidding in combat are also worth their weight in gold. For 
this very reason, the game's interface supplies you with a utility screen that 
keeps track of what you've got and how you're using it. In addition to the 
Squadron Manager, this chapter will also discuss the technical upgrades that 
can turn your battle vehicles into lean, mean fighting machines. We'll also 
cover ways to increase your defensive capabilities by the careful placement and 
use of flak stations and radar stations. 


Energy Management 


Energy management functions are coordinated from your hovering *office"— 
the Host Station. Your Host Station has four different power variables, 
displayed along the top of the screen. The levels are Absorption Rate, Host 
Station Life Energy, Creation Energy, and Beam Energy. Total power is 
normally distributed evenly among Life, Creation, and Beam reservoirs, and 
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The meters running along the top of the screen indicate 
your energy levels. This screen shows all of the 
reservoirs full. We've enlarged the meters for this 
chapter's discussion. 


Whenever you undertake massive creation projects, your 
Creation reservoir shows the hit your reserves are taking. 
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is replenished at the 
Absorption Rate. 


Energy Levels 


Since total energy is divided 
among the three reservoirs, 
a drastic decrease in one 
reservoir will cause the other 
reservoirs to decrease as 
well—thus lending energy 
to the depleted reservoir until 
a state of equilibrium is 
reached and all three can 
begin to fill again. For 
example: if Life, Creation, 
and Beam energies are each 
at 1000, and you quickly 
create vehicles costing 

600 total units of Creation 
energy, then the Creation 
reservoir will drop to 400. 
Immediately, the Life and 
Beam energy reservoirs 

will start to drop, and the 
Creation reservoir will begin 
to rise. Eventually, if the 
Absorption Rate is 0, the 
three reservoirs will come 

to equilibrium at 800 units 
each: the energy cost of 

600 units has been evenly 
distributed among all three 
reservoirs. If you then 
beamed your Host Station 

to a power station sector that 
you control (which costs no 
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Beam Energy, since it is a 
power station sector) and 
your Absorption Rate 
became +60, then each of 
the reservoirs would begin 
to increase by +20 energy 
units (+60 split three ways). 

The Life, Creation, and 
Beam energy reservoirs can 
be locked at their current 
levels. This gives you some 
degree of control over the 
rate at which your reservoirs 
fill and deplete. If, in the 
earlier example, the Beam 
reservoir was locked, then 
the ending equilibrium 
would be Life 700, Creation 
700, and Beam 1000. Since 
the Beam level was locked, the 600 energy unit cost would be split between 
Life and Creation only. On the other hand, if you then beamed your Host 
Station to the same power station sector mentioned above, the Absorption Rate 
would only be split two ways, among Life and Creation, so each of these 
reservoirs would replenish much faster. 

It’s a smart idea to lock your beam level when it’s fairly high, around 
1000. There are three reasons for this. First, the Absorption Rate will be split 
only among Life and Creation energies, allowing these two vital energy 
reservoirs to replenish themselves quickly. Secondly, if your Host Station is 
ever in serious trouble (with low life energy after suffering attack, and in 
desperate need of more energy for new vehicles), then the beam energy can 
be unlocked. Remember, the three reservoirs balance each other out, so if Life 
and Creation are very low, and you suddenly unlock the very full Beam 
reservoir, then Life and Creation will take some of the Beam reservoir’s power 
units. Think of this as an emergency power reserve. The third reason to lock 
the Beam reservoir is that you will rarely want to beam your host station 
anywhere other than a power station sector, which costs no Beam Energy. 


Reservoirs will try to reach a state of equilibrium, as the 
meters indicate here. 
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When equilibrium is finally reached, the reservoirs will 


stabilize and equalize. 


Only when the reservoirs have reached equilibrium will they 
start climbing again. Here you can see that the reservoirs 
are replenishing at an equal rate. 


The only times you will 
want to beam elsewhere will 
either be a last-ditch 
effort to escape attack or 
to relocate to the beam 
gate and end the mission. 
In either case, you'll be 
glad that the Beam reservoir 
has been locked at full. 
Think of your Host 
Station as a gun shooting 
bullets, which in our 
analogy are represented by 
new vehicles. Unspent 
Creation Energy is like 
unused ammunition—it's 
useless. Keeping up a 
steady stream of "fire" 
will keep your opponent 
off-guard. Therefore, 
always keep an eye on 
Creation Energy, even 
when you are in command 
of a drone. Whenever 
Creation Energy reaches 
600 or so, jump back to 
the host station and quickly 
generate a group of support 
vehicles. For maximum 
speed, move these new 
units into one of your 
existing Attack, Defense, 
or Reserve groups. This 
technique will allow you 
to efficiently reinforce 
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your troops without taking 
too much time from your 
personal sorties. 


Host Station 
Placement 


Your Host Station is the 
primary target for your 
enemies. The reason for this 
is simple: if it gets destroyed, 
then you lose. Careful 
placement of your Host 
Station can help protect this 
vital installation. 

A number of the game's 
single-player missions 
include two or more enemy 
factions. Often, the mission 
will begin with your Host 
Station located directly 
between two Enemy Host 
Stations. This is not where 
you want to be, because you 
will be attacked from both 
sides. Study the map during 
the mission briefing, and, 
once the mission begins, 
beam your Host Station 
away. Draw a line between 
the two Enemy Host 
Stations, and try to get as 
far away from this line 
as possible. With any luck, 


Your Beam Energy reservoirs are locked, with all the 
reservoirs indicating that they're full. 


This screen (with the Beam Energy locked) shows your 
meters after undertaking massive creation projects. 


Jt. 
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your two enemies will start attacking each other, taking some of the pressure 
off of you. 

Once your Host Station is out of the line of fire, start building power 
stations. Cluster these stations in an easily defended area, such as a valley 
between mountains. Enemy tanks will have a hard time reaching these 
installations, and enemy planes and helicopters will have to fly over the 
obstacles before they can shoot at your installations. 

Your Host Station has strong guns, and all new vehicles must be created in 
the Host Station’s sector, so place your Host Station over a power station that is 
nearest to your enemies. All your other power stations should be located behind 
it. This way, your guns can repel attackers and newly created reinforcements 
can quickly get to the front lines. If your station gets in serious trouble, beam it 
back to one of your other power stations—out of danger. It will quickly 
recuperate, and you can then beam it back into action. 


Power Stations 


Control of power stations is critical to your success. Remember, the relative 
power output of individual stations is graphically represented by white squares 
in the upper left corner of the 
sector. Basically, the more 
squares you have, the more 
power you have. This power 
output is increased by the 
number of surrounding 
sectors that are under your 
control. When you create or 
capture 

a new station, be sure to 
conquer as much surrounding 
territory as quickly as you 
can. Also, quickly reclaim 
any surrounding sectors lost 
to the enemy. Your Host 
Station absorbs the most 


The meters on this screen (with the Beam Energy locked) power when it is located in 
show Life and Creation energy beginning to equalize. a power station sector, but 
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it is very important that you prevent the enemy from conquering this sector 
while your Host Station is in it. If this sector is lost, your Host Station will 
immediately begin to be drained of power. Reclaiming the sector solves this 
alarming problem. 

Keep in mind also that because power stations work the same way for the 
enemy as they do for you, it's wise to try to seize as much territory around your 
enemy's power stations as possible. 


Vehicle Management 


All the energy in the world won't help you win battles if you don't know how 
to allocate your fighting forces to get maximum impact from them. Your 
second-in-command in this arena is the Squadron Manager, a utility screen 
that shows you, among other things, what vehicles are available to be sent 
into combat. 


Utilizing the Squadron Manager 


It's difficult to manage several small, uniform groups during the chaos of war. 
Try organizing your vehicles into several very large task force groups, each 
dedicated to one specialty area: Attack, Defense, or Reserve. 

Divide your attack forces into two groups, based on speed. The slow group 
should contain mainly tanks, with a few anti-aircraft tanks and helicopters 
thrown in. The fast group should have planes and fast-attack helicopters like 
the Firefly. Send the slow group into enemy territory first, with the fast group 
trailing a few sectors behind it. An attack group composed of both fast and 
slow vehicles is a decidedly bad idea, because the faster vehicles will quickly 
outpace the slower tanks and helicopters, and will arrive at the chosen 
destination well ahead of them. Instead of a well-balanced, massive attack, 
your vehicles will be cut to ribbons as they arrive in two unbalanced mobs. 

Once your scouts have located key sectors, send your large attack groups 
ahead on Aggressiveness Level 2. They will suffer a few losses on the way, but 
they won't be delayed by stray enemies, and will arrive at your target sector 
before your enemy can react. Once your force reaches its destination, set the 
aggressiveness level to 4 or 5 and take personal command of its most powerful 
vehicle. Remember to start building new Attack groups as soon as possible, so 
you can press your advantage. 
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These Life and Creation meters (with a locked Beam) 
indicate they've reached equilibrium. 


With a locked Beam, these meters show Life and Beam 
energy replenishing at an equal rate. 
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Defensive groups should 
be tailored to your attacker’s 
style: If your antagonist 
mainly throws planes and 
helicopters at you, it stands 
to reason that the bulk of 
your defensive forces should 
be anti-aircraft tanks and 
planes. If your attacker 
favors tanks, your Defensive 
forces should also have 
heavy tanks with a few 
helicopters thrown in for 
good measure. When in 
doubt, an even mix of tanks 
and anti-aircraft vehicles will 
suffice. Once you’ve 
established the direction the 
enemies are coming from, 
place this group directly in 
the invading vehicles’ paths 
two or three sectors away 
from the sector that you wish 
to protect. Remember, 
several vehicles have 
weapons that can fire at 
targets more than a sector 
away, and friendly buildings 
can be damaged by combat, 
so you must engage the 
enemy a safe distance from 
your own key sectors. 

Reserve groups are held 
around your Host Station, 
and are composed of fast, 
general-purpose vehicles 
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such as light and medium tanks, anti-aircraft tanks, and fast planes and 
helicopters. Use this force when your attack or defense forces need 

quick reinforcements. They also serve to defend the Host Station against a 
surprise attack. 

Generally, each force should be composed of at least 20 vehicles. When 
creating new vehicles, save yourself time and effort by assigning all 
of your new creations to one of your existing groups. The new units will 
adopt this group's current aggressiveness level and will move to the 
group's destination. 

The more targets you present to the enemy, the less time they will have to 
concentrate on any one of your individual vehicles, thus increasing your 
vehicles' survival time. With this principal in mind, augment all of your groups 
with many cheap vehicles, such as the Firefly. These pests will confuse the 
enemy, and will buy some time for your more expensive (and effective!) 
vehicles. Sending swarms of cheap vehicles toward your opponent's Host 
Station is also a great way to disrupt enemy attacks. 

Grouping vehicles according to strategic function (or Task Forcing) will 
make it easier to manage the largest groups of vehicles. 


Dispatching Vehicles 


Individual vehicles and groups will generally pick the most direct path to the 
destination you choose. But sometimes, the most direct path is not the best 
path. For example, you may wish to attack a power sector deep in enemy 
territory, but the most direct route from your position to your target is cluttered 
with enemy attack forces heading your way. Your own attack force will lose 
many vehicles if it goes through or over these foes. A longer, more round-about 
path to your destination will take longer, but your attack will be much more 
effective. Hold down the Shift key while clicking waypoints for your group. 
They will follow the path you choose, and, with careful planning, should be 
able to deliver a full-strength surprise to your enemy. 

Proper manipulation of group Aggressiveness levels will also make your 
job a lot easier. Aggressiveness Level 1 is a full retreat towards your Host 
Station. Setting a group to this level may let you pull some of the vehicles back, 
but will often just let them be destroyed from behind. Also, your retreating units 
will lead the enemy directly to your base. Use this level only when you want to 
quickly reorganize Defense units that have strayed too far, or when you wish to 
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easily reclaim far-flung scouting units. Use Aggressiveness Level 2 to make 
your units go “postal.” No, they won't go crazy and kill everything—but they 
will advance speedily to their destination, no matter what the obstacles in their 
path are. This setting is ideal for your main Attack group's surgical strike 
against that Enemy Host Station or for your Reserve group's "just-in-the-nick- 
of-time" reinforcements. Aggressiveness Level 3 is the default level, and 

is useful for Defense groups or small search-and-destroy patrols. Use 
Aggressiveness Level 4 when you want your group to take the time to capture 
territory, such as when you first start a level and want to quickly enhance the 
emission area of your first power station. This level can also be used by Attack 
groups to decrease the emission level of enemy power stations. Aggressiveness 
Level 5 (a.k.a. “Go Amok”), should only be used when scuttling your own 
buildings (to prevent capture) or when you have no intention of using your 
opponent’s structures after you’ve captured them. 


Technical Upgrades 


Tech upgrade sectors are often critical to the success of your mission. Use scout 
vehicles to quickly locate these sectors, and then dispatch two medium-sized 
helicopters or tanks to the sector on Aggressiveness Level 2. With any luck, 
they'll zip past any defenders without taking any damage. When your units 
reach their target, change to Aggressiveness Level 4, or step in and take 
personal command to ensure a quick capture of the technology. 


Flak Stations and Radar Stations 


Two other non-vehicular creations can really boost your defensive capabilities. 
One of these, the flak station, can pose a direct counterattack to enemy forces. 
The other creation is the radar station, which serves as an intelligence-gathering 
tool specializing in locational data. 


Flak Stations 


Flak stations are static defensive structures. Designed to take out enemy 
aircraft, the flak station’s guns are mounted high atop a thin tower. This position 
is ideal for blasting incoming planes and helicopters, but fast tanks 

can often slip right up to the base of the tower, where the flak station’s guns 
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can’t reach them. When you 
create a flak station, you also 
need to create some heavy 
tanks to guard this 
investment of energy. Place 
the tanks around the base of 
the Station to help protect it 
against ground assault. 

The flak station, like all 
buildings, must be placed in 
a friendly sector next to your 
Host Station. Place new flak 
stations in positions such that 
attacking vehicles are forced 
to go over or around them to 


reach your Host Station. If , a . . 
This Power Station is well covered by five flak stations. 


possible, create flak Stanionis Notice how the terrain is used to aid in the Power 
in pairs, so they can establish — Stations defense. 


a deadly crossfire. Over time, 
you can increase your static defenses by adding more flak stations, thereby 
taking advantage of the terrain. 

Once you've installed them, cluster your defensive groups around the flak 
stations that are likely to see the most action. The combination of your mob of 
defensive vehicles and the steady stream of anti-aircraft fire should halt even 
the strongest enemy assault. 

Flak stations can also be used offensively. When your Life, Creation, and 
Beam energy reservoirs are full, lock your Creation reservoir and beam your 
Host Station to the front lines. Quickly create a flak station, and then beam back 
to a friendly Power Station. This front-line flak station can serve as a rallying 
point or staging area for your future attack groups. Remember that buildings 
can only be created in conquered sectors; make sure that at least a few of your 
front-line vehicles secure some real estate before attempting 
this maneuver. 
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This shows a primary base complex located in a valley. 
Enemy vehicles are approaching from the southwest. The 
radar station is situated in the northeast corner of the 

map view. (This screen doesn't show the defensive groups 
that would normally be clustered around the westernmost 
flak stations.) 
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Radar Stations 


Radar stations erase large 
distances and push back the 
fog of war, revealing key 
terrain, enemy vehicles, and 
structures. Since a radar 
station lets you see a much 
larger area of the map, it 
allows you to strategically 
coordinate your attack 
groups and better prepare 
your defensive groups. 

The radar station’s 
large, illuminated radius 
should help prevent the 
enemy from giving you any 
nasty surprises. For example, 
if your radar reveals a large 
convoy of tanks 
approaching, you can 
quickly manufacture some 
tanks of your own, and send 


them to reinforce your defensive group. You can then create a heavy helicopter, 
jump into it, and personally deal with the enemy convoy. Or, in another 
scenario, the radar could show a fleet of fast-attack craft coming toward you. 
The advance warning should give you time to place a flak station and create a 
host of small, disposable fighters, such as the Firefly. The Firefly helicopters 
can keep the attackers busy while the flak station and your defensive group 


deals out damage. 


To find an optimal location for a building site, consider placing radar 
stations in the rear of your main complex. Enemies should encounter your 
defense group and flak stations first, followed by your best Power Station, Host 
Station, and reserve group. Your radar station should be last. The reason for this 
is that a Radar Station is fairly fragile, and if it is destroyed, the sudden loss of 
information can foul up both your offensive and defensive operations. 
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Alternatively, you can use radar stations offensively. The procedure is 
similar to the offensive placement of flak stations—beam your Host Station 
near the front lines, then create a radar station on a friendly sector. Once 
this is done, expend any remaining creation energy to manufacture 
reinforcement vehicles (tanks, for example), and then beam back to your 
Power Station complex. 

You'll use your new, offensive radar station to help you plan your attack 
group's next moves, and the radar station might reveal the exact location of the 
enemy Host Station. This is key, because Host Stations often float away from 
their starting positions. As soon as you identify the enemy Host Station on the 
map, you'll know where new attack vehicles will be coming from. The radar 
also reveals terrain changes, which may be caused by uneven elevation or 
objects such as buildings, for example. Using this information, you can 
determine the best vehicles to use in your attack groups. If the terrain is flat and 
you have a fairly clear path to the Enemy Host Station or other target, then 
tanks are an ideal choice. If there are a number of steep mountains or valleys 
between your attack force and your enemy, you will need to use planes and 
helicopters. (Examining the terrain like this also lets you know what type of 
enemy vehicles you can expect to encounter.) 


PLANER 


Although there are 40 official single-player missions in Microsoft’s Urban 
Assault, the actual level count is 41. The two Tutorial missions, taken together 
as a single level, should not be ignored, even though you might be eager to hop 
into a tank and go storming off into battle. 

There are two reasons for checking out the Tutorials: (1) the instruction, 
made up of useful narration and exciting full-motion video is very easy to take; 
and (2) you get valuable hands-on experience that will improve the results you 


get when you actually start 
playing the game itself. 

The Tutorial Selection 
Screen contains three icons: 
a Power Station, a Flak 
Station, and a Host Station 
icon. The first two of these 
icons will brighten if you 
place your pointer on them. 
Clicking while the Power 
Station icon is highlighted 
will trigger Tutorial 1, while 
highlighting the Flak Station 
in the bottom center of 
this screen will prompt 
Tutorial 2. 

Each Tutorial begins 
with a brief overview of 
basic game themes and 
activities. For example, 
Tutorial 1 gives you a 


Urban Assault’s first Tutorial keeps things simple by showing 
you the game’s basic activities with a few generic enemies 
and a grid so simple you could play Tic-Tac-Toe on it. 


Tutorial 2 is slightly more complex than the first, but the . : 
goals are still the same and the "training wheels" are Consider this your 


still on. 
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nutshell summary of the plot—how you've been chosen to lead the machines 
into combat, how your activities are based out of the Host Station, and how 
vehicles are created out of raw energy (plasma). The narrator goes on to explain 
the game's notion of “virtual presence”. By allowing you to see exactly how the 
battle's shaping up (from the viewpoint of each member of your team), the 
Tutorial shows you different ways to manage your fighting forces. The 
introduction to the Tutorial also touches on the firing sequences used to 
discharge your weaponry. 

The narrative that accompanies the video sequences that preface Tutorial 2 
is similar to the one in the opening of the first training session. The topics 
discussed this time around include the effective use of the Map Window 
(covered in Chapter Three: Digging In) and a short overview of the functions 
performed via the Squadron Manager Screen (which we explore in Chapter 
Six: Precious Resources). 

Perhaps these Tutorials aren't terribly challenging, but that doesn't mean 
you should skip them. Remember, you've got to walk before you can run. And 
even after you've beaten a 
few levels, you should 
consider returning to the 
Tutorials periodically. 
Because you use the Exit 
Mission button to leave the 
Tutorials (instead of zipping 
through the beam gate), 
you can always come 
back to find your mission 
unchanged. This makes the 
Tutorials an ideal place to 
test drive new vehicles that 
you've acquired. You'll 
perform better in battle if 
you take a few minutes to 
practice with a new craft 
first, and get a feel for the 
way it handles. 


laboratory—see how many 
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shots it takes each type of vehicle to destroy a particular target. This way you 
can assess the strengths and weaknesses of vehicles, and this will make you a 
smarter shopper when you're getting ready to spend some of your precious 
plasma energy. 

When you've gotten what you need from the Tutorials, you're ready for the 
assault to begin. Take a deep breath and highlight the first level—the territory 
called Hyde Park. Get ready—it's “Go!” time. 


The Briefing Screen 


Sure, you've learned a lot about the game—but not about the individual 
mission you're about to undertake. That's where the Mission Briefing screen 
comes in. Each of Urban Assault's levels is prefaced with a screen that provides 
you with mission-specific information— goals to accomplish, enemy units 
you'll encounter, locations of special elements within that level, and the story 
explaining the scenario. 

Mission briefings begin with a grid-based aerial map, posted in the upper 
left quadrant of the screen. The gridded map displays icons representing the 
locations of Host Stations for 
the various factions involved 
in that level, as well as 
showing you where you can 
find technical upgrades. The 
way each icon on the map 
sequentially triggers a 
3D renderings of that 
particular unit or object is 
especially cool. 

Similarly, there's also a 
Debriefing screen that you'll 
see after a mission, and it's 
equally helpful. It recaps the 
type and number of enemy 
units destroyed, and other 


results of your battle. The Mission Briefing screen shows you where you're going , 
what you can expect to find there, and why it's important 
you stay the course and complete the mission. 


Maps don't always show everything. Check the 
southeast corner of the city and you'll find a much- 
needed power station. 


Microsoft 
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Level One: Hyde Park 


Part training tutorial and part regular mission, Hyde Park is the proving 
ground—where you show your ability to lead troops in a combat situation. As 
far as you're concerned, the intergalactic war starts here. 


Strategy Check 


Your first order of business should be capturing the power station, which can be 
found to your southeast. Power stations are usually the key to victory in any 
given mission. With a power station under your control, your energy is 
replenished—this is vital, for it allows you to manufacture more drones. 

Start out by sending three of your Fox tanks to claim the power station, 
keeping the rest available to defend your Host Station. As soon as your team 
has taken the power station, 
transport your Host Station 
onto it, thus improving your 
Energy Absorption Rate. 

Once you have a secure 
power source, create a horde 
of Foxes and unleash them 
on your unfortunate foe. 
Don't worry about taking the 
key sector—once you've 
destroyed the Enemy Host 
Station, the entire map will 
fall into your hands. You will 
be able to take six drones 
with you through the beam 
gate at mission's end. 

With that in mind, don't 
be shy about getting used to 
your vehicles' operations— 
it's going to be a long war, 
and you might as well get 
used to the experience now. 
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Part of the value of these introductory levels is the 
experience you gain as you sharpen your use of battle tools, 
specifically the use of the map and the Squadron Manager. 


This shows a classic enemy approach in Urban Assault— 
choppers waiting to surprise you from the edge of buildings. 


LU 


Factions 

(G) = Ghorkov 
(T) = Taerkast 
(M) = Mykonian 
(S) = Sulgogar 
(B) = Black Sect 


Enemies Onboard 


Turantul (G) 


Ghargoil (G) 


Path Progress 

Urban Assault’s multiple 
branching paths mean 
there are many routes 
to final victory. Our Path 
Progress box reflects 
the order of levels we 
played as we surveyed 
the entire game. When 
you're playing, your 
mission route may vary. 
0 Previous Level: 
Tutorial Missions 1 & 2 


O Next Destination: 
Virgin Steel 


Powerful opportunities await you in the battle for Virgin 
Steel, if you know where to look for them. Try the central R 
northern area of the level. Host Station). 
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Level Two: Virgin Steel 


Another power station is up for grabs, and the Ghorkovs are prepared to play 
savagely in order to seize it. There’s also a tech upgrade that can show you why 
Jaguars are considered much stronger than Foxes. 


Strategy Check 


You'll start the level with 750 units of energy. Turn off your station life energy, 
(check the power symbol on the far left) produce as many Foxes as you can— 
four should do—and send them out to get the power station. Keep the rest of 
your forces arranged around your station; they need to be prepared to fend off 
enemy attack. 

Once you've claimed the power station, relocate there in your Host Station 
and try claiming the adjacent sectors. Every claimed sector that borders 
the power station sector will boost the amount of juice coursing to your 
Host Station. 

You'll also want to send 
a two-drone squad to get the 
tech upgrade. As soon as you 
have it, start pumping out 
units—preferably Jaguars, 
which are definitely worth 
the extra energy they cost (as 
compared to creating Foxes). 

Finally, send whatever 
forces you've assembled to 
fight the enemy Host Station. 
You can expect some losses, 
but you should remain 
confident. When you've won 
the necessary sectors and 
opened the beam gate, send 
your drones to the beam 
gate (remember, you need 
to do that before arriving 
at the beam gate in your 


Mle: 


CHAPTER SEVEN: THE SINGLE-PLAYER MISSIONS 


This power station should be your first target—it will give 
you the strength that you need to knock out the Ghorkovs. 


The geographical realtionship between the Host and the 
power stations is key. 


Turantul (G) 


Ghargoil (G) 


Speedy (G) 


Path Progress 


@ Previous Level: 
Hyde Park 


O Next Destination: 
Skull Alley 
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Level Three: Skull Alley 


This field of battle is aptly named, don't you think? It's time someone avenged 
the brave scientists who were coerced into working for the dastardly Ghorkovs. 
Let's recover their work and pay the Ghorkovs back for the harm they've done. 


Strategy Check 


Send two or three Foxes after the tech upgrade. It'll give you a new light 
tank—the Weasel—without your having to expend too much plasma. The 
Weasel isn't as strong as your other tanks, but has impressive speed, making it 
a perfect scout. It's also a good target—as it's useful as a decoy to deflect 
attention from your other drones. 

Meanwhile, your other drones should hightail it to the power station. The 
power station is defended by a team of Ghargoils, so try using Foxes, as they're 
anti-aircraft tanks. Once you've captured the power station, relocate your Host 
Station to it. Conquer the 
surrounding sectors to boost 
your power intake, and then 
launch your offensive against 
the Enemy Host Station. 
Churn out a variety of as 
many tanks as you can. Be 
sure to send some heavier 
tanks to the Enemy Host 
Station; it would take too 
long for Weasels to destroy it 
single-handedly. 

Before teleporting your 
Host Station to the beam 
gate, dispatch your most 
valuable drones ahead of 
you. The number of 
transportable drones 
increases during the course 
of the game so always send 


The treacherous Ghorkovs have turned this once-peaceful as many drones as possible 


penal colony into a horrific research facility (or something 
like that). It's five minutes to payback time. 


to the beam gate. 
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Enemies Onboard 


Ghargoil 2 (G) 


Winning the battle for the tech upgrade is crucial to your Ghargoil (G) 


overall war effort. 


Turantul (G) 


OMG 


Path Progress 
@ Previous Level: 
Virgin Steel 


O Next Destination: 
Surprise! 


With the tech upgrade captured, the Weasels are now ready 
for production. 
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Level Four: Surprise! 


You begin the battle with a Ghorkov Host Station right in your face, but before 
long there's something else vying for your attention—the Taerkastens, a 
xenophobic cult whose love of old times is only equaled by their hatred of you. 


Strategy Check 


Once you've destroyed the enemy station one sector north of you, head for the 
power station eight sectors west of your position. Don't worry about meeting 
enemy forces—just send a few Foxes (with their optimal balance of panicked 
speed and firepower). 

While your detachment hunts the power station, your other troops will 
battle a mother-load of Ghargoils approaching your Host Station. The best way 
to repulse an attack is to preempt it, so spend your power supply creating Foxes. 
Then lead an assault on the scout tech upgrade, where a second Gorkhov station 
waits. Because it has no power station, you should be able to eliminate it quickly. 

The Taerkastens occupy 
a hill-covered portion of the 
map, and the drones simply 
can't be ordered to drive off 
the edge of cliffs. When you 
telepresence, however, you 
can send a drone over a cliff. 
If you go slowly, sticking 
close to the cliff-face, the 
drone won't suffer too much 
damage, and doing this will 
save a lot of time. It's also a 
good way to get the jump on 
your opponent. To avoid 
cliff-jumping altogether, use 
waypoints. Having captured 
the Fox armor upgrade, send 
a mass of troops against the 
Enemy Host Station. Next 
send Foxes and use Jaguars 


This is the first battle you'll fight on more than one front. as support. 
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You might think you've gotten rid of the Ghorkovs when you 
destroy their Host Station. But not so fast, they have a Plan 
B ready, and it's in the form of a second Host Station. 


Here's your first glimpse of a Taerkasten Flying Fortress, as 
captured by your recently acquired Scout drone. 


LUE 


Enemies Onboard 


Taerkasten Flying 
Fortress (T) 


Ghargoil 2 (G) 


Eisenhans (T) 


Ghargoil (G) 


Path Progress 

9 Previous Level: 
Skull Alley 

O Next Destination: 
Dark Valley 


Your ability to produce battle units will determine if you've 
got the strength to outwrestle the Ghorkov forces. 
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Level Five: Dark Valley 


Dark Valley is the kind of place that even the most hardened warrior tries to 
forget. It's without doubt the toughest battle you've faced to date, as it requires 
the wisdom of a master and the reflexes of a samurai. 


Strategy Check 


You'll be situated north of two strong power stations. Capture the western one. 
Pump out battle units as fast as you can, and think big. Put at least six drones in 
each squad (eight or more is even better). 

Keeping two squads for defense (one Fox and one Jaguar), dispatch another 
Jaguar squad to seize the nearest power station. Keep pumping out units from 
your southern stronghold. Remember, fortification is the order of the day. 

Advance most of your drones along the map’s eastern border, halting at 
each power station to amass 
more troops. If this battle 
is going well, you should 
send occasional sorties to 
the west. After capturing 
the tech upgrade, destroy the 
power station. By leveling it, 
you won’t gain any energy, 
but you will prevent the 
Ghorkovs from retaking it. 

Now you're left with 
two remaining approaches. 
One takes you to the strong 
power station before heading 
into action against the 
Ghorkovs. The other option 
is to throw an armada of 
units at the Enemy Host 
Station. Assemble an attack 
force of five squads made up 
of nine or more drones each. 
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Driving on the side of a steep hill puts an odd spin on 
things, but it can be critical for getting a good angle of fire 
against those pesky Ghargoils. 


Always remember the importance of technology upgrades. 


Playing in later levels without them is like attacking a 
battleship with a slingshot. 
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Enemies Onboard 


Speedy (G) 


Ghargoil 2 (G) 


Turantul (G) 


Path Progress 
@ Previous Level: 
Surprise! 


O Next Destination: 
Fort Grenada 


The tech upgrade located south of you is heavily guarded thi 
by tanks and protected by a treacherous terrain that loves to s case, take Hornets. 
conceal dangers. 
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Level Six: Fort Grenada 


Fort Grenada represents your chance to achieve a decided edge in the battle 
for air superiority. If you can locate the tech upgrade that enables you to 
produce the Hornet helicopter, you will have found your most tenacious 

air unit. 


Strategy Check 


Take a lesson from the seagull: The scavenging seabird scoops up clams from 
the beach, carries them to lofty altitudes, and then releases them. The clams’ 
shells fall to earth and land on the rocks, bursting open to reveal the treasure 
inside. You should adapt a similar tack here, by beaming your Host Station just 
north of the tech upgrade (two sectors south and one sector west of your 
starting position). Telepresence to the gun turret that’s mounted on the 
underbelly of the Host Station. Fire repeatedly on the tech upgrade, which will 
eventually turn its control 
over to you. As soon as the 
tech upgrade has been 
captured, beam your Host 
Station back to safety. 

Now you have two 
choices. You can choose to 
head straight for the beam 
gate without confrontation, 
or head straight for the 
Enemy Host Station, 
hitting them with an 
onslaught of various battle 
units. Whichever option you 
select, retreating through the 
beam gate is always a 
possibility worth exploring. 
As always, when you prepare 
to go through the beam gate, 
take extra units with you—in 
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Enemies Onboard 


Taerkasten Flying 
Fortress (T) 


Here you’re piloting a Hornet just seconds after capturing Leonid (T) 
the tech upgrade. Who can blame you—why keep a good 
thing waiting? 


Eisenhans (T) 


Serp (T) 


Path Progress 
@ Previous Level: 


Dark Valley 
It might not look like much at first glance, but you'll soon O Next Destination: 
discover that the Hornet will become a mainstay of your Checker Board 


air forces. 
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As you can see, the Resistance units are arranged in checker 
board fashion. 
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Level Seven: Checker Board 


Did you bring your Hornets from Fort Grenada? You're going to need an 
extra edge when you battle the Ghorkovs for Checker Board's power station. 
Basically, someone's going to get crowned, and it isn't going to be very pleasant. 


Strategy Check 


The Hornets that you were (hopefully) able to produce in the last level should 
equip you well against the treacherous Ghorkovs that you face this go-round. 

Your first order of business will be capturing the tech upgrade. A squad of 
four Hornets should be capable of handling this, especially with your 
telepresence. As soon as you've snagged the upgrade, send this same squad to 
join up with the rest of your drones. These units have been advancing against 
the power station. Manufacture Wasps, and then send these elusive aircraft into 
the fray. 

Remain aware of the 
conflict at the power 
station—the Ghorkovs 
have a tendency to send 
their own Host Station in 
that direction. Oddly enough, 
though, while doing this 
complicates your capture 
of the power station, it 
seems to simplify the 
battle overall. Once the 
Host Station goes down, 
you've effectively won 
the level. 

If you find that the 
Ghorkov Host Station isn't 
hanging around near the 
power station, you'll have to 
somehow fight your way past 
its flak stations. 
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Enemies Onboard 


Turantul (G) 


Returning from capturing the tech upgrade, this Hornet gets 
into a tight spot near the beam gate. 


Path Progress 
9 Previous Level: 
Fort Grenada 


O Next Destination: 
Labyrinth 


The Ghorkovs have moved close to the power station, 
allowing you to kill two birds with one shot. 
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The puzzling Labyrinth contains an intriguing mystery—or 


does it? 
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Level Eight: Labyrinth 


Slug it out with the explosively dangerous Ghorkovs. Another power station's 
up for grabs and besides, it just feels so good to return their fire. 


Strategy Check 


Don't be fooled by this map's weird geography—if there is a great riddle posed 
by the Labyrinth, leave it to the world's scientists to unravel—all you need to 
do is destroy the Ghorkovs. 

Using primarily Hornets, launch flying sorties over the map's terrain. This 
is more efficient than using tanks, which would probably take three times 
longer—and cost five times as many casualties. Hopefully you brought plenty 
of Hornets through the beam gate. If you need more, by all means make more. 
Send these to the nearest power station. Also, keep three Hornets and all of 
your tanks in reserve. 

Once this airborne horde 
has taken the power station, 
bring up your Host Station. 
Now you're within a stone's 
throw of the Ghorkov Host 
Station. Ignore the tech 
upgrade—you won't need 
Weasels in this mission. 
Besides, you'll automatically 
capture the upgrade when 
you cripple the Enemy 
Host Station. 

Before the final attack, 
concentrate your forces on 
the Enemy Host Station, and 
ignore the power station 
altogether. Throw everything 
you've got at the power 
station, and finish off the 
Enemy Host Station 
after appropriating its 
power source. 
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Enemies Onboard 


Ghargoil (G) 


You're steadily approaching the Ghorkov base. Okay, 
Commander, which approach do we use? Tekh-Trak (G) 


Turantul (G) 


Path Progress 
@ Previous Level: 
Checker Board 


O Next Destination: 
Taerkastik 


Don't waste your valuable resources taking the tech upgrade 
(even though it does look like a real blast). 


‘Th 


Microsoft 


Level Nine: Taerkastik 


You've already realized that the Taerkastens are a strange, violent people. Now 
you get to see them fight with their backs against the wall—which basically 
means you ain't seen nothin' yet. 


Strategy Check 


Sun Tzu said it best. The ancient military philosopher once wrote that an 
enemy backed into a corner with no possible hope of escape will fight with 
unbelievable determination. Needless to say, it's not going to be an easy 
mission for The Resistance. 

Getting the power station is the simple part. Send a third of the units you 
carried with you through the beam gate to the abandoned power station. Send 
another third of your forces after the tech upgrade in the northwest. Leave the 
rest of your troops on guard duty, back with your Host Station. 

As soon as the power 
station is captured, relocate 
to it and begin sending wave 
after wave of drones at the 
Taerkastens. Remember this 
precept: If you play defense, 
you're going to lose this 
battle. When you've broken 
the back of the Taerkasten 
forces, start amassing troops 
on the Taerkasten perimeter, 
out of visual range of their 
Host Station. A squad made 
up of nine or more Jaguars, 
another squad comprised 
solely of choppers, and a 
third squad of Weasels 
should be more than able 
to handle a sufficiently 
weakened Enemy Host 


The key to victory in Taerkastik is relatively simple: remain Station, but be prepared to 


on the offensive and advance, advance, advance! 


send in more drones. 
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Enemies Onboard 


Taerkasten Flying 
Fortress (T) 


Here you're zeroing in on the Enemy Host Station in a 
massive assault—a post-apocalyptic D-Day. Leonid (T) 


Hetzel (T) 


Path Progress 
@ Previous Level: 
Labyrinth 


O Next Destination: 
New Stonehenge 


Conserve your drones' energy by relying on the machine 
gun, and using your missiles only sparingly. 
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Level Ten: New Stonehenge 


The lust for power (stations) is explored in a Taerkasten battle-fest where you 
ask the question “What the heck is a Serp—and how does it move like that?” 


Strategy Check 


The technical term for our mission is “surgical strike,” but it won’t be a clean or 
precise operation. The goal here is to bomb Taerkasten houses. You can go ahead 
and try to level the houses, but you'll probably find it easier to knock out the 
Taerkasten Host Station first. The Enemy Host Station begins the battle at a 
power station northeast of you, but quickly moves to the west. Here it comes to 
rest over the enemy's strongest power station. 

To increase your power intake, you should first conquer surrounding sectors 
while building up your forces for an assault on the Taerkastens. You'll notice a 
tough little aircraft of Taerkasten origin, called the Serp. This small rocket-shaped 
flier is absurdly maneuverable and well-armed. Its light armor is its only drawback 
—it’s vulnerable to machine 
gun fire. Nonetheless, the 
Serp usually manages to 
evade the Hornet's heat 
seeking missiles. Once 
you've prepared a solid 
defense, you should head for 
the Taerkasten mothership. 
It's a difficult target, so first 
try removing the mothership's 
power source. This will send 
the ship back to its starting 
position. If at all possible, 
have some troops waiting to 
ambush it while en route. 


Path Progress 


€ Previous Level: 
Taerkastik 


O Next Destination: 


If you don't find a way to bottle up the wily Taerkasten Serp, Hard Thing 
there might not ever be any tourists again. 
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Here you see the Taerkasten Flying Fortress looming 
ominously in the background. 


Guard your power station with all the defenses necessary— 
it's far too valuable to lose. 
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Enemies Onboard 


Taerkasten Flying 
Fortress (T) 


Serp (T) 


Ormu-Scout (G) 
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Level Eleven: Hard Thing 


You may wind up thinking "impossible" sums up this level. No wonder it's so 
difficult —you're fighting Ghorkovs and Mykonians. 


Strategy Check 


Those two Wasps in the NW look fairly useless, don’t they? Not so. They’re 
sitting just north of the Mykonian’s primary power station, close enough to take 
it. You’ll have to hustle to capture the station—as soon as they see you, the 
Mykonian hordes will descend on your position. 

Having captured the power station, teleport your Host Station onto it and 
crank out defense troops. The perfect choice of drone will depend on your style 
of play, but we found the Weasel to be ideal. 

The best case scenario sees you destroying the Mykonian Station. At the 
very least, you must chase it away—then use air units to take its secondary 
power station. Once the Mykonian threat is out of the way, toggle your Host 
Station between your two 
power stations, spending 
time on the stronger of the 
two and dropping off troops 
in the northeast. Prepare for 
an assault on the Gorkhovs 
to the south. Send your units 
down the eastern border of 
the battlefield. This will keep 
them from tangling with the 
flak stations in the center of 
the map, and will put the 
Gorkhov power station 
between your troops and the 
enemy station. Take it as you 
move past, then beam your 
own Host Station onto the 
newly captured power 
source. Churn out more 
drones in the hopes of 


Some prime action takes place in the northwest corner of destroying the Gorkhovs. 
this map—if you know where to look. 
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Enemies Onboard 


Drac; 


Mykonian Host Station (M) 


You've got a real party going here—Mykonian, Ghorkov, and 
Resistance forces all mixing it up like mad. 


Turantul (G) 


Path Progress 


© Previous Level: 
New Stonehenge 


O Next Destination: 
'No-Man's Land 


Two of your Wasps start out near the Mykonian Host 
Station. Don't let them go to waste. 
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Level Twelve: No-Man’s Land 


You'll encounter mighty flak stations in No-Man's Land, as you face off against 
Ghorkovs and Mykonians in this most inhospitable of places. 


Strategy Check 


Consolidate your power stations, using the southern trio to launch an attack on 
the Mykonian Host Station. If your Host Station is at full (or near full) power, 
you might try capturing one of the Mykonian power stations and teleporting 
onto it. This is a risky tactic, but it can pay off big. 

When you destroyed the Mykonians you gained their tech upgrade—the 
flak station. Although it’s expensive, it’s more than worth it. The Gorkhovs 
usually concentrate on original Resistance power stations, so put most of your 
flak stations there. Most of your troubles will occur at the southern cluster. 
Once you've gotten a strong defensive setup (four in the south, two or three in 


the north, for example), begin plotting your attack. 


Disperse your units throughout the map, leaving a slight 
majority of them positioned in the south. 


Mtl: 


Your first target should 
be the northernmost enemy 
flak station. Approach it 
along the northern border of 
the map. This'll keep your 
troops out of range of the 
flak station two sectors south. 
About 30-40 drones should 
be sent, and as long as they 
take out the flak station, 
you'll do fine. Your own 
flak turrets will protect you 
from retaliatory action. 
Taking out this flak station 
will give you a window of 
entry into Ghorkov territory. 
Use it to sneak your drones 
past the remaining flak 
stations and launch an 
assault on the Ghorkhov Host 
and power stations. 
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Enemies Onboard 


Mykonian Host Station (M) 


These unclaimed power stations south of your starting 
position are invaluable. Turantul (G) 


Path Progress 

9 Previous Level: 
Hard Thing 

O Next Destination: 
Pedestal Mountain 


Your first target should be this guarded Mykonian 
Host Station. 


Tid: 
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Level Thirteen: Pedestal Mountain 


The skies are filled with Taerkasten aircraft—the ground quakes, the rolling 
thunder continues—it's just another day on Pedestal Mountain. 


Strategy Check 


The key to victory here is that new upgrade we got in Hard Thing. You know 
by now that you can’t win a battle without power—so take the power station 
positioned to your east. Expect to be bombarded—those Taerkasten planes just 
love to take out our power. Start setting up a strong defense here by using the 
flak stations to set up a line between you and the mountain. Then get more to 
cover the east and west approaches. 

Now that you're dug in, start producing choppers (mainly Hornets). Use 
these to take out the mountain and the Taerkast HQ there. Replenish your 
supply of drones and move against the Gorkhovs in your best Kamakazi style. 
As you're telepresenced in a Hornet, fly straight at the Host Station, with your 
machine gun and missiles blazing. It may take several waves to overwhelm the 
station's defenses. If things 
start looking grim, take 
out their power station— 
otherwise, keep it for your 
own uses. 

Next, remove what 
remains of the Taerkasten 
forces. The simplest thing 
to do is set off the Stoudson 
Bomb. To do this, capture all 
of the trigger points, leaving 
a squad to defend each one. 
The bomb will wipe out all 
structures and all enemy 
vehicles. Be sure to have at 
least 1000 creation power by 
the time the bomb is 
triggered—you’ll need to 
rebuild your forces for the 
next battle. 


To boost your power supply, head east (young man). 


Ji 
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n ) 


Taerkasten Flying 
Fortress (T) 


Your view as you approach the mountain—which happens 
to contain a Taerkasten radar station, a Stoudson Bomb, and 
a Taerkasten Host Station. Turantul (G) 


Path Progress 
9 Previous Level: 
No-Man's Land 


O Next Destination: 
Drak 


What's missing from this Host Station? It has no power 
station beneath it, making it relatively easy pickings. 


Aud 
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Level Fourteen: Drak 


The Ghorkovs and Taerkastens are gunning for you with everything they've 
got. Who needs alien enemies when you have human neighbors like these? 


Strategy Check 


How do you handle this level’s nightmarish tag-team of Ghorkovs and 
Taerkastens? First, size up your weakest foe—and take them out first. In a 
perfect world, we could take on the stronger faction, but (as you know) this 
ain’t a perfect world. So, instead, try this: take out the Taerkasten Host Station. 

First, though, beam onto the power station that you control at the battle’s 
start, and manufacture a bunch of choppers. You'll want about twenty vehicles, 
at least half should be Hornets. Send them due west until they hit the edge of 
the map. Meanwhile, dispatch a small squad of Foxes to conquer the tech 
upgrade in the southwest 
(which will allow you to 
construct low-level 
power stations). 

Make sure you lead the 
suicide squad that you send 
against the Taerkasten Host 
Station—you'll want to be 
there for all the action. Once 
in range of the Host Station, 
ignore the enemy drones and 
go straight for the station 
itself. When it's gone, 
relocate not only your Host 
Station but also most of your 
troops to your new power 
station. Leave behind six 
or seven Foxes and a flak 
battery to defend your 


old power station. Next 
You have plenty of Ghorkov and Taerkasten enemies in this step—getting tough with 
battle. Although these factions will fight each other at a the Ghorkovs. 
moment's notice, they'd much rather save all their 
aggression for you. 


EN Jn. 
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Enemies Onboard 


Taerkasten Flying Fort. (T) Ormu-Scout (G) Ghargoil (G) 


Hetzel (T) Speedy (G) Leonid(T) 


Ghargoil 2 (G) Tekh-Trak (G) Turantul (G) Eisenhans (T) 


Path Progress 


© Previous Level: 
Pedestal Mountain 


O Next Destination: 
Two Hills 


Enter this ravine and you'll find more than you bargained 
for—a pack of Resistance-hungry Leonid tanks. 


Ail 


Notice where you start—you're surrounded by flak stations. 
Take the hint—and create your own set of flak stations. 


lit: 
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Level Fifteen: Two Hiils 


Remember this: The flak station is not just a defensive building. It is also one of 
your greatest weapons against the Mykonians. In order to drive the Mykonians 
out of Two Hills, you’ll first have to drive them back. 


Strategy Check 


Set up a power station in the southeastern corner of the map and bring your 
troops into position to protect you. Then begin building flak stations eastward. 
Two patterns have proven useful—placing the stations in a staggered formation 
(like pawns in chess), or simply putting a flak station in each sector. 

Whichever pattern you choose, make sure to advance slowly. You'll need to 
teleport to the front line each time you build a flak station—so make sure to 
lock your power level to avoid spending the energy you'll need for the flak 
station on the beaming process. 

When you control a flak station, you can hit items out of range of your 
sensors. These items show 
up on the map and visual 
display, but aren't in range of 
the iff (identification 
friendly/foe) or targeting 
systems. Doing this is 
easy—just aim and squeeze 
the trigger. 

Once you've gotten a 
flak station in the southern 
region, you'll be able to 
capture the southernmost 
Mykonian power station. 

Be careful to push your 

line of flak stations slowly 
northward. Position your flak 
stations so that they can just 
barely hit your foes. If your 
adversaries get hold of your 
flak stations, they'll take ‘em 
out in no time. 
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Enemies Onboard 


This flak station is your key to winning the battle for 
Two Hills. 


eter Eqtered 


Radar (M) 


Path Progress 
@ Previous Level: 


Meet the opposition. The Mykonian flak stations, in Drak 
addition to being better looking, are far superior to your O Next Destination: 
own flak stations. Great Confusion 


lid: 
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Level Sixteen: Great Confusion 


The ultimate lesson of Great Confusion: a coordinated attack from two 
directions is much harder to fend off than the approach of an unruly mob. 


Strategy Check 


As soon as you arrive on-site, put up a power station in the northwest corner 
of the battlefield. Then muster your choppers (you should have brought mostly 
Hornets with you) for an assault on the Taerkastens—send your strikeforce to 
the northeast corner. There you’ll find the Taerkasten power station. If it’s 

still up for grabs, take it over—otherwise, go for the glory. The sooner you 
take out the Taerkastens, the sooner you can prepare a solid defense against 
the Ghorkovs. 

Unless the Taerkasten power station was damaged in battle, relocate onto 
it. Set up a small, but effective defense—Weasels and a flak station (or two). 
Spend the rest of your energy preparing for an assault to the south. A strong 
mixture of Hornets and 
Wasps (reinforced by a 
companion force of tanks, 
timed to arrive together) 
should prove effective. 

The Ghorkovs may flee 
to their remaining power 
station in the southeast. If 
so, relocate to your original 
power station and prepare a 
new assault force in the style 
of the last. Unfortunately, the 
tanks won’t do as well here, 
but the principal remains the 
same. If you’re feeling up to 
it, build two attack forces, 
one at your northeastern 
power station and one on the 


stronger of your two 
The labyrinthine layout of this map necessitates the use of rus ang (assuming 
choppers. The placement of flak stations are key. they still stand). 
— " Jl. 
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Enemies Onboard 


Hetzel (T) Ghargoil 2 (G) 


Ying (T) Serp (T) Ormu Scout (G) Turantul (G) 


Tekh-Trak (G) Eisenhans (T) Leonid (T) 


Path Progress 
@ Previous Level: 
Two Hills 


O Next Destination: 
Peacemaker 


As you're en route to battle the Taerkastens, you'll encounter 
this power station, strategically situated in a valley. 


Til: 


Microsoft 


This level has power stations and other valuables, but you 
can't split them three ways. Bottom line: winner take all. 


Tid: 


Level Seventeen: Peacemaker 


Peacemaker sounds like an Old West pistol. The word is ironic because the only 
peace you help broker between the Ghorkovs and Taerkastens is the permanent 
kind—occurring only after both factions have wiped each other out. 


Strategy Check 


Here’s your chance to be a real agitator. This map shows concentrations of 
Ghorkov and Taerkasten forces, and it leaves you with a tricky mathematical 
problem: how to subtract two factions from a level, with a remainder of one 
(namely, you). The solution: play both ends against the middle—and scoop up 
all the chips (namely, power stations) when the fighting’s done. 

As the level begins, the animosities have already surfaced, ignited by a 
Ghorkov surprise attack on the Taerkastens. At this stage of the conflict, you 
won’t have much to worry about—at least not from the Taerkastens, who are 
fully involved with their feud with the Ghorkovs. The Ghorkovs, on the other 
hand, don’t mind entertaining 
two adversaries at any time, 
and they'll be happy to 
open a second front against 
the Resistance. 

Do you remain in the 
shadows, devoting your 
munitions to conquering 
power stations (or destroying 
them, if you can’t have 'em) 
and seizing motherships? Or 
do you find ways to actively 
encourage the Ghorkov/ 
Taerkasten conflict? 
Regardless of how you 
choose to play it, your prime 
objectives are shutting down 
the two Enemy Host Stations 
and claiming the two tech 
upgrades shown near the 
center of the map. 
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— -— Enemies Onboard 


e] Taerkasten Flying Fort. (T) 


Just because the Ghorkovs are at war with the Taerkastens Ghargoil 3 (G) 
doesn't mean they won't come after your Host Station. 


Leonid (T) 


PW 


Turantul (G) 


Path Progress 
09 Previous Level: 
Great Confusion 


To get the full picture of this battle and its various forces, O Next Destination: 
send up a Scout for some quick reconnaissance. Hurz 


‘lid: 
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Level Eighteen: Hurz 


Your success in Hurz depends, per usual, on getting a strong start. Create a 
dynamic combo of a power- and flak station. Do this right away—the Ghorkovs 
will be coming after you. 


Strategy Check 


When the power station has been secured, beam onto it and set up a flak 
station. This will serve as your mobile command headquarters for your assault 
on the Ghorkovs' southwestern flank. While defending this base, you need to 
build up a mixed air-land force to lay siege on the enemy power—and Host 
Station—only a few sectors to your east. When the southern campaign is 
complete, leave a few drones for defense (you won't need many) and relocate 
to your original HQ in the northwest. 

Next capture the power station and tech upgrade in the northeast. Tigers 
will do a good job of 
taking out flak stations. 
Telepresence onto one and 
try it out. Once the flak 
station is out of the way, go 
on the warpath. A decent 
squad of choppers should 
handle the first wave of their 
defense. Don't leave it all up 
to them. Once your presence 
is noticed, it'll be countered. 
Follow up your lead squad 
with your favorite type of 
reserves. As soon as you get 
the power station, you'll 
want to beam onto it and set 
up a flak station for defense. 
This battle against the 
Clone Commanders will 
take some time, so don't be 


As soon as you've beaten back the Ghorkov assault, or afraid to build extra power 


when you've amassed enough forces for both assault and 
defense, proceed to the Resistance power station. 


and flak stations for 
enhanced defense. 


Tid: 
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When you've severely wounded enemy forces, they'll 
attempt a retreat. Don't let 'em off that easy. 


‘lid: 


Enemies Onboard 


Gigant (G) 


Turantul (G) 


Path Progress 
@ Previous Level: 
Peacemaker 


O Next Destination: 
Moonlight City 


Your first test comes with enough force to overwhelm the 
unwary. You'll need to beam your Host Station into the 
northwestern corner of the map. the map. 


Microsoft 
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Level Nineteen: Moonlight City 


Everything you need to know about coping with pressure can be learned in this 
level. From the first wave of Gorkhov attackers to the lemming-like assaults on 
Mykonian flak stations, Moonlight City will make you sweat. 


Strategy Check 


Set your three Falcons on Aggressiveness Level Two and send them to the 
northeastern corner of the map—the power station you'll be taking over is one 
sector south and one sector west of the corner. You should also send about ten 
Hornets, also set on Aggressiveness Level Two. When they approach their 
destination, return their aggressiveness levels to 3. 

Fight off what comes your way while keeping your building energy high. 
As soon as the eastern power station is captured, beam onto it, creating a mix 
of Hornets and Fireflies to beef up your defenses. Use them to conquer the 
sectors surrounding the 
power station. 

The Myko's first line of 
defense is a flak station. You 
can try either avoiding it or 
destroying it. As you may 
have noticed, Tigers are a 
great, if expensive, unit to 
utilize in taking out flak 
stations. Don't trigger a Tiger 
attack until the Mykonians 
have started the countdown 
on the Stoudson Bomb. 

Try to keep 1000 
building power in reserve— 
the Stoudson Bomb destroys 
all structures, and you'll 
want to build troops for the 
next mission. If you need to, 
though, don't be afraid to 
spend the power to save 


‘lib: 
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Enemies Onboard 


Mykonian Host Station (M) Ghargoil 3 (G) Tien-Ying (G) 


Speedy (G) Ghargoil (G) 


Tekh-Trak (G) Ormu-Scout (G) 


Path Progress 


9 Previous Level: 
Hurz 


O Next Destination: 
Command & Taerkast 


Here are just a few good reasons not to venture south of 


your starting position. 


Til. 
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mu - URBAN ASSAULT 


Level Twenty: Command & Taerkast 


If you play your cards right in this battle, you could liberate an awesome war 
tool—the Bronsteijn ion cannon. But first you'll have to answer the question 
*Who's in Command here, you or the Taerkastens?" 


Strategy Check 


As the mission briefing suggests, conquering this level is like solving the riddle 
of the Sphinx—it’s deceptively simple but so fiendishly clever that you’ ll be 
pulling your hair out in exasperation. There are a number of objectives you 
need to accomplish in order to satisfy the mission requirements. 

Start by locating the flying Bronsteijn ion cannon prototype. It’s positioned 
just south of your Weasels that have been situated to the southwest. After 
you’ ve found the Bronsteijn, leapfrog over to your power station, and then 
build a second power station in the sector just north of your Weasels. After 
recharging, create a 
Marauder and fly south to 
the first ridge. On top of the 
ridge you’ll find a Sphinx. 
Destroy it and you'll pick up 
the Bronsteijn ion cannon. 
Now make your way back to 
the second power station and 
charge up again. When the 
enemy swarms around you, 
beam back to the first power 
station to recharge. After 
you’ve duplicated an ion 
cannon (1,000 power points), 
recharge again and make a 
run for the beam gate. 


Path Progress 
9 Previous Level: 


Moonlight City 
The Taerkastens will be coming by land (via Leonid tanks) O Next Destination: 
and air (via Hetzelplanes and Zeppelins). You'll answer their Dark Zone 


charge with Weasel tanks and Marauder warjets. 


‘Lit: 
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Enemies Onboard 


Leonid (T) 
Expect to do some leapfrogging in this level. One stop you'll 
need to make is to this power station. 


Zeppelin (T) 


Hetzel (T) 


This Sphinx's riddle is, "What first moves on four legs, 
then two legs, then hurtles through the sky in a 
Resistance Marauder?” 


Bronsteijn (T) 


Tid: 
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Level Twenty-One: Dark Zone 


Dark Zone is primarily an air battle, so don't bother amassing ground troops. 
Instead, get ready to take to the skies in one of your aircraft—or one of the 
Ghorkovs' aircraft. Also, be on the lookout for the deluxe version of the 
Ghorkov Mothership—the Turantul II. 


Strategy Check 


Beam your Host Station onto the weak power station near it and start churning 
out Wasps and Hornets. Afterward, relocate your Host Station to the strong 
power station situated in the map’s southeastern corner. Then have your units 
destroy the weak power station that you first visited. Follow this action by 
sending these units to your Host Station. You must now build three flak stations 
positioned to the north of your Host Station. Always keep these up and firing, 
even if you have to rebuild them after an attack. Next, start producing more 
Wasps, Hornets, and 
Dragonflies. Use the 
Squadron Manager to put 
Wasps and Dragonflies into a 
single group, which you 
dispatch to the easternmost 
wall. Attack the Ghorkovs’ 
power stations located in key 
sectors. You may need to 
repeat this process several 
times. Keep producing more 
flying craft, and leave your 
Hornets at the Host Station 
for defense. Once the Enemy 
power stations are down, 
send your full force after the 
enemy Host Station. The 
Ghorkov Host Station will 
attempt to relocate and 
produce other power stations. 
Go after it and destroy it as 


It's easy to see the action’s on the east side of this level— 
with two key sectors nearly stacked on top of each other, not i . 
to mention the Ghorkovian Host Station and the beam gate. quickly as possible. 


Lo Ji. 
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Enemies Onboard 


= = Turantul Il (G) 


Tien-Ying (G) 


It's kind of a kick to fly one of the Gigants that the Resistance 
borrowed from the Ghorkovs. 


Path Progress 
9 Previous Level: 
Command & Taerkast 


3 O Next Destination: 
Wide Field 


QU IU 


e 


Your missiles are too slow to take out this circling Tien-Ying. 
Bring it down to earth by hopping in a chopper and opening 
fire with your machine guns. 


Id) 


This level's tech upgrades can put you in the pilot's seat of a 
high-flying Falcon jet. 


Microsoft 
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Level Twenty-Two: Wide Field 


It's a wide field alright, but the problem is you're stuck in the middle! No two 
ways about it—between the Taerkastens and the Ghorkovs, this is becoming an 
unfriendly neighborhood. 


Strategy Check 


You've got two enemies to contend with in this level—the Taerkastens and 

the Ghorkovs. Ideally, you would let these two factions work on destroying 
each other, after which you could just roll on in and pick up the goodies before 
you beam out. Unfortunately, you'll only go unnoticed for so long, but at the 
beginning of the battle you'll be left alone long enough to build a few 

power stations. 

Next, beef up your forces (using some of these added units for the home 
guard and the rest for raiding). The Ghorkovs have a nasty hound dog 
(Turantul) guarding their power stations, so you'll want to deal with the 
Taerkastens first. Their 
power stations are located 
in the southwest sectors. 

As soon as you take care 
of them, it'll be the 
Ghorkov's turn. 

Due east of the beam 
gate you'll find most of the 
Ghorkov power stations. 
Take them out one by one 
to help get you closer to the 
Ghorkovian hound dog. 
That puppy is mean, so bring 
lots of assistance. One tactic 
that helps is to remain high 
in the air (in a Falcon, 
perhaps) and shoot down at 
the dog—because when 
you're at a high elevation 
most other ships can't 
hit you. 


W. 
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Enemies Onboard 


nonsense 


Taerkasten Flying 
Fortress (T) 


The Ghorkovs have put this nasty hound dog (otherwise 
known as the Turantul) on guard duty around their 
power stations. 


Turantul (G) 


Path Progress 

9 Previous Level: 
Dark Zone 

O Next Destination: 
Sibuna 


Destroying the hound dog activates a second Stoudson 
Bomb. You'll have ten minutes to move yourself and your 
forces to the beam gate—but remember, you still have 
enemies to deal with on your way out. 


At] 


The winding canyons of Sibuna will add some time to your 
tanks' pursuit of the Black Sect's power stations. 
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Level Twenty-Three: Sibuna 


What's this? A new enemy faction to battle? That's right. As if you didn't have 
your hands full already, now there's another crew after you—the dreaded and 
mysterious Black Sect. 


Strategy Check 


In this level you're faced with the choice of either hunting down the stealthy 
Black Sect or pursuing the more visible Ghorkovs. It really doesn't matter 
which course of action you choose, but if you stand by and build up your 
forces, the Black Sect will destroy the Ghorkovs for you. While that may sound 
appealing (the only good Ghorkovs are dead ones!), you'll then be faced with 
finding and destroying two "invisible" power stations. 

Although the Black sect has technology that renders them invisible to your 
radar, when fighting in first-person mode, keep your map open and zoom all the 
way in. It will still track the 
Black Sect's vehicles. The 
trick then is correlating the 
direction indicated on the 
map as a bearing on your 
radar read out. If that's too 
complicated to calculate on 
the fly, just remember to 
keep moving (flying or 
driving in circles works 
fine), even if you don't lock 
on to anything right away. 

Finally, create a lot of 
tanks for blitzing the enemy 
flak stations. The only 
problem, however, is that the 
winding canyons make the 
tanks’ journey extremely 
long. With that in mind, try 
to move them in stages, and 
don't forget their escort! 


[df 
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Enemies Onboard 


Black Sect Station (B) 


Although the Black Sect has technology that will render 
them invisible to your radar, you can still track them on Turantul il (5) 
your map. 


Path Progress 
© Previous Level: 
Wide Field 


O Next Destination: 
Sulog's Rising 


You'll be tempted to take all of your surviving forces with 
you through the beam gate, but unfortunately there's a limit 
on how many units you can carry with you. 


Ah 


You should plan to base a power station and much of your 
activity in the northwest corner of the map. 


Ao 
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Level Twenty-Four: Sulog's Rising 


Normally, you wouldn't be too thrilled to encounter the Taerkastens. On the 
other hand, they're much easier to contend with than the Sulgogars. 
Unfortunately, in Sulog's Rising, you'll find plenty of both faction. 


Strategy Check 


With the Taerkastens and Sulgogars out to destroy you, just surviving the 
beginning of this level is pretty difficult. Although there's a Resistance power 
station due east (just outside of visible map range), you won't endure for long 
over there without some defensive forces. A reasonable compromise is to first 
build a power station on top of the ridge one sector over to the east (the high 
ground is generally easier to protect), and create a large defensive force. 
Equipped with a suitably large defensive team, move to the eastern power 
station and construct a large power station in the northwest corner of the map. 
What you'll gain at that grid position is having to deal with only one enemy at 


a time (you only have two 
battle fronts to worry about 
due to the activity taking 
place at the edge of the 
map/force field). 

Of your two enemies, the 
Sulgogars are by far the 
toughest. Let them rid the 
level of Taerkastens while 
you build your power station 
(and the units that doing so 
enables). When you're ready 
to seize the tech upgrades, 
take a Warhammer out for a 
spin and destroy the old 
Taerkasten power stations 
before attempting to take out 
the key sector in the land of 
those ugly flying jellyfish, 
the Sulgogars. 
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Enemies Onboard 


Sulgogar Queen (S) Taerkasten Flying Fort. (T) 


Hetzel (T) Slime Lord (S) Leonid (T) 


Path Progress 


9 Previous Level: 
Sibuna 

O Next Destination: 
Sulog's Fine Thread 


Although botanical in their nature, the creepy Sulgogar 
resemble aerial jellyfish. Yuck! 


JA. 


The sectors run east to west to form a horizontal : 
passageway in Sulog’s Fine Thread. squad’s firepower. 
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Level Twenty-Five: Sulog's Fine Thread 


It's a fine thread indeed, a string of connected sectors. You'll consider it a thin 
lifeline cutting through the dusty, war-ravaged environs—a trail cut by and for 
desert rats. 


Strategy Check 


There is a power station several sectors east of your starting position—dispatch 
Warhammers (their guided missiles make them the optimal choice) to capture 
the power station. Once you've taken it, relocate your Host Station to the power 
station—then you'll be able to send your Warhammers out to seize more 
territory. It's a self-fulfilling prophecy—when you claim more sectors, you 
boost your power, which in turn lets you increase your war machinery, which 
you can use to claim more sectors, and so forth. 

Next, construct a flak station near the power station one sector east of you, 
then deploy ground units. Keep advancing, sector by sector. Along the way, you 
may come across the tech 
upgrade, which will enhance 
your ground capability. 
When you finally reach the 
Sulgogar Queen, you'll find 
her an easy kill. Although 
uncommonly fierce and 
deadly, the Sulgogar Queen 
isn't able to withstand much 
punishment. You can inflict 
lethal damage on her using 
units such as the Dragonfly. 

Finally, when it's time to 
send the Warhammers into 
the thick of it, make sure you 
join ‘em. Not only does it 
provide you with the first- 
person thrills and spills of 
aerial combat, your presence 
actually increases your 
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Enemies Onboard 


Sulgogar Queen (S) 


Once you've taken over a power station, you should protect 
your acquisition by enhancing your defenses with 
flak stations. 


Mean Green (S) 


Path Progress 

@ Previous Level: 
Sulog's Rising 

O Next Destination: 
Taer on Black Wadi 


The Sulgogar Queen is a formidable opponent, but she's not 
built very tough. Even lower-level Resistance craft can send 
her reeling. 


An 


The terrain is crammed with hill country, all mountain and 
valley. Equally tricky for low-flying air navigation: the level 
has an overabundance of antenna towers. 
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Level Twenty-Six: Taer on Black Wadi 


Black Wadi? Try Black Sect, as in the terrorist faction whose every appearance 
is shrouded in mystery. Guess what? They’re here—now—and they’re less than 
thrilled to see you. 


Strategy Check 


You’re going to rely primarily on your air offensive—chiefly in the form of 
helicopter strikes. We found the Dragonfly to work ideally—it has both of the 
prime qualities necessary for an attack chopper: speed and maneuverability. As 
the level begins, you’re located in the northwest section of the map, diagonally 
opposed to the position of the Black Sect, who are camped in the southeast of 
the map. The always bizarre Taerkastens are also onboard in this level, so you 
should expect to see their trademark vehicle—the Hetzel prop plane. 

The first stop on your 
checklist is the key sector 
situated in the south. Start by 
by dispatching a fleet of 
helicopters. The choppers 
have impressive penetrating 
ability, which makes them a 
smart choice to use when 
you know you're going to be 
mixing it up with heavily 
armored craft. In particular, 
the chopper of choice is the 
Dragonfly, which costs a 
little more, but has more 
firepower—a definite plus 
against the Taerkasten’s thick 
armor plating, not to mention 
the Black Sect’s many 
offensive gunners. In terms 
of ground forces, we stuck 
with the big deluxe version— 
the Tiger, produced in groups 
of three or four. 
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Enemies Onboard 


Black Sect Station (B) 


The level is so spread-out that it wouldn't be a bad idea to 
invest in a Radar. (Scouts are fairly cheap, too.) Hetzels (T) 


Path Progress 

© Previous Level: 
Sulog's Fine Thread 
O Next Destination: 
Blue Casbah 


Unlock this key sector, and you'll be able to pass through 
the beam gate. 
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Level Twenty-Seven: Blue Casbah 


The Taerkastens and Black Sect used to be allies, until a double-cross pitted 
them at each other's throat. Now it's up to you to capitalize on their conflict. 


Strategy Check 


Your first order of business should be protecting your power station. Erect a 
Myko flak station for this purpose and as soon as this flak station is finished, 
construct a Level 2 power station. Move your Host Station onto it and soak up 


some fast energy. 


You start out with four Falcon jets—send these east with some support 
units to capture the power station there. For your support unit, mix a few 
choppers in with some heavy ground artillery (Foxes, Tigers, and Jaguars, for 
example). Dispatch these tanks along the corridor that ends up the power 
station. You will do well to employ Waypoints when charting the route of your 
aircraft (moving the units this way will ensure that they don’t get blasted out of 


the sky by the various flak stations around). 


This level is set in an urban area, as well as the outlying 
villages that surround it. By the end of the battle, you might 
be calling it Flak Station City, in honor of the many enemy 
guns trained on you. 


NN gl. 


When you claim the 
power station, beam your 
Host Station onto it and start 
manufacturing Myko flak 
stations. Put these units to 
work destroying enemy 
flak stations. It might take 
a while, but keep following 
this tactic until the flak 
stations have been 
weeded out. 

Although much of the 
work of this level is 
accomplished by ground 
units, helicopters are crucial 
to your success, too. Without 
them, you'll have a hard time 
piercing the thick armor 
that plates most of the 
Taerkasten craft. 
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Enemies Onboard 


Black Sect Station (B) 


You'll be glad you took the time to set up a Myko Flax 
station to guard your Host Station. 


Zeppelin (T) 


Path Progress 


€ Previous Level: 
Taer on Black Wadi 


= : O Next Destination: 
The Loong Way 


This level is huge, and conquering its various sectors will 
require some effective use of your Squadron Manager. 


‘lid: 
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Level Twenty-Eight: The Loong Way 


Only a full and varied complement of battle units will keep the Loong Way 
from providing you with a brutal defeat in very short order. 


Strategy Check 


When the Loong Way begins, beam your Host Station to the nearby power 
station and build flak stations around it. You want to protect this baby—your 
subsequent ability to create a strong team of battle units depends on keeping the 
power station humming. 

You're going to have to stay on your toes in this level, especially since 
you're surrounded from the very start. The level is laid out in circular shape 
with you occupying the vulnerable center location. As soon as you've got a 
dependable system of defense guarding the power station, begin manufacturing 
units. The next attack you spring will be largely air-driven, but it might be a 
good idea to also make a few 
tanks to accompany the 
Marauders, Warhammers, 
and Fireflies you're going to 
send to the north to tangle 
with the Mykonians. 

Next, beam to the 
southeastern portion of the 
map and construct another 
power station. You want to 
protect the power station by 
setting up some flak stations. 
With this second power 
station in operation, you can 
mass produce more units 
(especially helicopters) for 
concentration in the key 
sectors. Split your forces 
up—that way you won't 
find yourself battling the 


This level is doughnut-shaped, and the area you occupy is 
the hole in the center. Let's face it, it's going to be very easy Black Sect and the 
for you get battered in the Loong Way. Mykonians simultaneously. 


NEN By. 
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Using your tanks is highly recommended in the Loong Way. 
Make sure you lead them (for added strength). 


Undoubtedly, the Mykonian Station has to be one of the 
toughest enemy units you encounter in the entire game. 


Aid: 


Enemies Onboard 


Mykonian Host Station (M) 


Turantul Il (G) 


Path Progress 


9 Previous Level: 
Blue Casbah 


O Next Destination: 
Hamburger Hill 
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Level Twenty-Nine: Hamburger Hill 


A Stoudson Bomb sits on Hamburger Hill, counting down the seconds until it 
shakes the daylights out of the terrain and nullifies any remaining opposition 
that you haven't already defeated. 


Strategy Check 


Even though a huge bomb is going to detonate, you’re not fighting the clock. 
After all, the Stoudson Bomb was set by a colleague to help you. When it 
explodes, you’re not going to get hurt—but the other human factions (Ghorkov 


and Taerkastens) sure will. 


Before Zero Hour, though, you’ ve got work to do—like building a second 
power station next to your original. Beef up the security here—surround the 
stations with Myko and flak stations. You'll be attacked from the north, where 
the Taerkastens will attempt to disarm the bomb (try planting a Myko flak 


There's a critically important piece of technology located in 
this level. Find it and you'll be better equipped to attack 


Parasite City later on. 


Aib. 


station near the bomb to 
ward off any tinkerers). 
Other attacks will come from 
the southeast and 
southwest—so be ready. 
Locate the tech 
upgrades—one allowing you 
to build Hornets (check the 
east for this upgrade) and 
another letting you build 
Tigers (check the south). 
These upgrades can be 
secured easily enough with 
Fireflys and Wasps. When 
the bomb explodes, all 
sectors will be yours, as well 
as a useful radar upgrade. On 
the off chance that an enemy 
disarms the Stoudson, 
quickly dispatch some 
Marauders or Warhammers 
to the bomb to get it ticking. 
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As soon as you enter the level, the meter's running on this 
Stoudson Bomb (“tick, tick, tick...”). 


Although their presence in this level isn't indicated on the 
Mission Briefing screen, expect to rumble with some of 
these top-of-the-line Ghargoil 3 copters. 
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Enemies Onboard 


Taerkasten Flying Fort. (T) 


Turantul Il (G) 


Ghargoil 3 (G) 


Path Progress 
0 Previous Level: 
The Loong Way 


O Next Destination: 
Maze Wayz 
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Level Thirty: Maze Wayz 


WN ASSAULT 


Feeling puzzled? Perhaps it’s the strange terrain, or maybe it’s the disorienting 
effect of being targeted for elimination by the Taerkastens and the Black Sect. 


Strategy Check 


When the battle begins, immediately beam your Host Station to the power 
station in the northwest corner. There’s a reason you specifically want to reach 
this power station—should you pop in on the power stations in the far north or 
southwestern territories, you’re almost sure to be attacked on arrival. As soon as 
you're running the power station, start creating Weasel tanks and Firefly 
choppers that you'll use to gain sectors around the power station (which, of 


course, winds up making you more powerful). 


Your next strategy should be to construct a power station (protected by a 
flak station or two). After producing some more ground and air units, send your 
new creations to the south to grab sectors. Right behind them, send heavier 


What an odd mish-mash of locales—part city, part hill 
country (with big guns situated on many of the mountains). 


li: 


forces (such as Tigers and 
Rocksleds). The Rocksleds 
are able to stick to hills like 
mountain goats. 

Now you'll probably 
want to step up your level of 
attack—we’d recommend 
following up with some of 
your ace aircraft. Send these 
units to attack the Black 
Sect. Once you've defeated 
them, only the Taerkasten 
Flying Fortress stands ready 
to stop you. 


Path Progress 


9 Previous Level: 
Hamburger Hill 


O Next Destination: 
Assi's Way 
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Enemies Onboard 


Black Sect Station (B) 


Taerkasten Flying Fort. (T) 
Getting your hands on the tech upgrades could mean the 


difference in outcome for this battle. 


Tekh-Trak (G) 


Hetzel (T) 


You never know when you're going to see the Black Sect in - 
action, only that you'll be surprised when you do. Bronsteijn (T) 


Aid. 


This level takes place in a narrow corridor of connecting 
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Level Thirty-One: Assi's Way 


In Assi's Way, it's your responsibility to button up the Mykonians within the 
tunnel-like corridor. Luckily, you're being covered by flak stations who are 
watching your back. 


Strategy Check 


Your first priority should be to construct a second power station in the top left 
corner. As soon as you’ ve got that up and running, go ahead and build another 
flak station and position it between the other two you have. What you are 
essentially doing here is building your own defensive wall around your power 
stations, ensuring that your ability to produce war machinery will remain 
unimpeded. Pity the poor enemy faction that intends to destroy your power 
station. They'll have to fly right into your mini-network of flak stations first— 
an arrival that could prove 
highly bumpy for them. 
You'll want to use 
Foxes, Warhammers, and 
Falcons as a defensive team 
patrolling the ground and air. 
Your best offensive tack is to 
deploy plenty of ground units 
against Enemy Host Stations. 
Plan to use the towers to hide 
your air offensive, keeping 
the units safe while you take 
shots at the Enemy Host 
Stations. Make sure you send 
out Rhinos to take the Host 
Station. When you finally 
reach the last Myko Host 
Station, you'll find there are 
eight power stations 
surrounding it—and you'll 


sectors (only three sectors wide) that runs north to south. need to topple all of these 
There's a crucial tech upgrade to be found here—one that'll stations before you defeat 
turn every volley from a Fox tank into a double shot. the Mykonian Host Station. 
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Enemies Onboard 


Mykonian Host Station (M) 


Here is the first Mykonian Host Station you'll encounter. Use 
the towers to hide yourself while you take aim at the station. 


Path Progress 
@ Previous Level: 
Maze Wayz 


O Next Destination: 
Death Valley 


These Mykonian ships are headed to your Host Station— 
unless you can get rid of them first. 


Al. 


Eventually you'll need to dismantle the enemy's defensive 
infrastructure, especially the many Mykonian flak stations. 


Microsoft 


Level Thirty-Two: Death Valley 


Down in the valley, the valley of death—the Mykonians have you on the run 
from the very moment the battle begins. It'll take some sneaky tactics to get the 
upper hand. 


Strategy Check 


They weren't kidding when they named this level. “Death Valley" is definitely 
an appropriate choice—and in more ways than one. Once you materialize in 
this level's Host Station, you'll find yourself being pounded from the northwest. 
The damage you'll suffer is considerable—more than you can really afford to 
take. The only thing you can do is beam to another point and start building a 
power station there. Your best choice is to move a couple of sectors toward the 
southwest. Build your power stations against the edge of the map to maximize 
their chances for survival. 

As usual, acquiring tech 
upgrades should be one of 
your major priorities as you 
build your forces. However, 
those crafty Mykonians 
know what you're after, so 
they've placed flak stations 
all over the place. If you're 
careful, you can sneak 
around in a single Rhino and 
eliminate several key flak 
stations one by one. 

The hardest part of 
finishing this level is gaining 
possession of the second key 
sector (which, not 
surprisingly, has two 
Mykonian Host Stations 
parked on it). You'll have to 
just take a big force there and 
clean house Resistance-style! 
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Keep your eyes peeled—Mykonian power stations bear 
more than a slight resemblence to the terrain. 


Here you face two (that's right, two) Mykonian Host 
Stations—flanked by Mykonian flack stations, no less. 
You've definitely got your work cut out for you. 
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Enemies Onboard 


Mykonian Host Station (M) 


Path Progress 


9 Previous Level: 
Assi's Way 


O Next Destination: 
Mykophobia 


Sometimes the best strategic move is to back yourself into a 
corner (in this case, the southwest corner). 


Tid: 
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Level Thirty-Three: Mykophobia 


You'll find no human factions here, nor any plant life like the Sulgogars. It's 
just you versus the boxy units of the dreaded Mykonians. And isn't that enough 
challenge, anyway? 


Strategy Check 


Mykonian ships may look ominous, but they're relatively easy to handle. The 
first order of business is to beam to the power station at the southwest corner 
and set up a defensive perimeter. Having your back to the wall (actually a 
corner in this case) has the advantage of allowing you to divert all of your 
defensive firepower in one direction. Because the Mykonians' main power 
base is located in the center of the map, their attacks will always come from 
the northeast. 

There are four outer walls and four inner walls (with four openings) 
surrounding the Mykonians. Although this offers some protection for these 
cubists, it also offers you 
protection. You can move 
unimpeded around the 
outermost perimeter. and 
seize sectors or destroy (or 
both) power stations. 

All of the key sectors on 
this level have Mykonian 
power stations on them. If 
you use the back-against-the- 
wall strategy, you can 
destroy these stations without 
taking too much damage. 
Note that you'll want to 
destroy these power stations, 
even if you don't plan on 
destroying the Enemy Host 
Station. Because if the power 
station is still there, the 
Mykonian drones will 
attempt to reclaim the sector. 
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Enemies Onboard 


Use the walls as protection and even the Mykonian Host 
Station won't be able to target you. 


Radar (M) 


Path Progress 

@ Previous Level: 
Death Valley 

O Next Destination: 
If you want to destroy the Mykonian Host Station, the best Gauntlet 


position to be in is with your back to a wall and with a 
power station between you and the Mykonian Host Station. 


Tid: 


With a thin vertical band of sectors, Gauntlet looks like a 
mineshaft—and can be just as difficult to escape from. 
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Level Thirty-Four: Gauntlet 


Careful, steady strategies are needed whenever the playing field is only one 
sector wide. Between the thin terrain and the enemies' constant harassment, 
you'll find yourself wondering if you can run this Gauntlet—or even walk it. 


Strategy Check 


The word “gauntlet” implies a challenge, and that’s what you’ll get here. It’s 
really a battle of attrition—one that you can win if you’re careful. 

First, build a power station. As the level begins, you’re near the top of the 
corridor formed by the single row of sectors. You locate your power station in 
the top sector, then construct a flak station in the sector directly beneath the 
sector housing your Host Station. Your power station should be making loads of 
Weasels, because they’re fast enough to track a jet (but Weasels aren’t too 
expensive in terms of plasma). 

When you're fully rolling at this power station, you should send units a few 
sectors down the corridor of 
sectors. There’s another 
power station there and you 
should try to claim it for your 
very own. Save your game 
before attempting to capture 
a power station. That way, if 
your attack becomes too 
lethal, and you end up 
destroying the power station, 
you can replay the level and 
notch down your attack. 

Your strategy is to be 
tentative, exploring new 
sectors carefully. But you 
also need to make many 
assorted units, and use 
them to leverage the 
defensive strength provided 
by the many flak stations 
you've built. 
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Enemies Onboard 


Turantul Il (G) Ghargoil 3 (G) Turantul (G) 


Ghargoil 2 (G) Tekh-Trak (G) Ghargoil (G) 


Path Progress 


9 Previous Level: 
Mykophobia 


O Next Destination: 
Smile 


A power station bordered by flak stations—this is your 
primary formation for success in this battle. 
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Level Thirty-Five: Smile 


Play a few minutes of this level and you'll see how ironic its title is. You're 
facing three different factions (the Mykonians, Ghorkovs, and the Black Sect) 
and you're hopelessly out-numbered. What on earth is there to smile about? 


Strategy Check 


It might seem repetitious, but it usually makes sense to construct a power 
station when you begin a level. Likewise, it’s always a smart idea to guard your 
power station with a flak station or two. This time make it a Level 2 power 
station (or stronger), and locate it right behind your Host Station. 

Create some Warhammers and slide them along the eastern border, sticking 
as close to the boundary as possible. Once you are over the wall, head in a 
southwestern direction. You'll pass one power station. Keep moving—there's 
nothing for you at a power station guarded this heavily. Soon you'll come to 
another power station, one 
which has a sister station 
only a sector away. Take 
these stations and start 
pumping out flak stations. 
Next start producing Fireflys, 
Wasps, as well as Weasels, 
Foxes, and Tigers. You'll use 
these ground units to take 
over the power station to the 
west. You'll want to conquer 
all three power stations 
situated in a row. Once 
they're yours, beam your 
Host Station onto them and 
protect them. 

You've got power station 
fever now—and you should 
feed that fever by capturing 


The terrain is comprised mainly of open ground, although the three power stations 
there is a hill that tanks cannot—or should not—try to climb. found in a vertical row, and 
The hill is heavily guarded by stationary guns. any others you discover. 


A 
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Enemies Onboard 


Once you capture a power station, the first thing you want 
id = $ beam your Host Station onto it and soak up some of Black Sect Station (B) 


Turantul Il (G) 


Path Progress 

@ Previous Level: 
Gauntlet 

O Next Destination: 
Industrial Centre 


Hug the right barrier and lead your troops over the wall and 
to the power stations that lay on the other side. 


‘Tid: 


The terrain is already a jumbled mix of urban and outlying 
areas—but when you add the units of all these different 
factions, you're talking about a level that's going to get 
mighty crowded mighty quickly. to be a dead duck. 


Level Thirty-Six: Industrial Centre 


The idea was for the different factions to unite long enough to put the menacing 
Mykonians out of business for good. But, hey—while you're here—what's the 
harm in eliminating some of your other enemies? 


Strategy Check 


The idea is sound—assemble the factions and join ranks to wage war on the 
tenacious and powerful Mykonians. The only trouble is keeping everybody 
united on the task at hand—the factions can’t maintain a truce long enough to 
target the Mykonians. Before you know it, you’re fighting for your survival 
amongst all the main factions. 

After building a power station in the northwest corner of the map, produce 
groups of Weasels and Hornets that you can send to win you territory in the 
southeast. You'll want to go 
for the pair of power stations 
situated next to each other. 
Once you’ ve captured these 
trophies, send Falcons, 
Warhammers, Rhinos, and 
Hornets to the center region. 

Make sure you construct 
your first power station in the 
corner that has protection, so 
if you need to beam out of 
there in a hurry you can. 
Also, remember not to beam 
to the power station that lies 
near the center. The area 
looks harmless enough, but 
as soon as you beam your 
Host Station there, you’ll be 
immediately swamped with 
enemies. If you don’t have 
enough energy to beam out 
of there quickly, you’re going 


Il 
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Enemies Onboard 


Mykonian Host (M) Ghargoil 3 (G) Leonid (T) 


Taerkasten F. Fort.(T) Turantul Il (G)  Sulgogar Q. (S) Hetzel (T) 


Path Progress 

] © Previous Level: 

i Smile 
O Next Destination: 
Desert of Madness 


E 


You'll need to use both air and ground units to make an 
impact on the Turantul Il, the Ghorkov's deluxe mothership. 
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Level Thirty-Seven: Desert of Madness 


Resistance reconnaissance indicates that two strong Myko flak stations are 
inhabiting this barren region, and you need to clean them out. If it's any 
consolation, you' ve almost made it to the final battle. 


Strategy Check 


Per usual, the first thing you should do is beam your Host Station to the power 
station. You don't want to manufacture anything first, because then you won't 
have enough energy to beam your Host Station. You'll need to claim all the 
sectors around you to increase the energy you can draw from the power station. 
When you've achieved this state, start manufacturing units. Begin with 
your air units—we recommend that you create fleets of Fireflys so you can take 
immediate control of those sectors that surround you. Now you need to turn 
your attention to the ground war at hand. Beef up your forces with Foxes, 
Hornets, and Weasels. 
Finally, you should 
deploy your heavy artillery 
(such as Warhammers, 
Dragonflys, and Rhinos), 
which you need to dispatch 
toward the Mykonians' 
radars. Whenever you find 
one—shut it down. 
Information is a powerful 
resource, and these 
Mykonians don't need any 
more advantage than they 
already have. When you're 
ready to make your final 
push, consider using the 
oldest tactical trick in the 
book—the flanking move, 
coordinating your attack so it 
comes from the Mykonians' 


A long corridor runs north to south. At one end, near the key ; 
sectors, sit the fierce Myko Stations. left, right, and dead ahead. 
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Enemies Onboard 


Mykonian Host Station (M) 


Bomb (M) 


Radar (M) 


Hourglass (M) 


Path Progress 


9 Previous Level: 
Industrial Centre 
puc O Next Destination: 
conc —Í Slaughter Field 


The Mykonian flak station—which you might have created 
and used before-is an undeniably deadly strategic force. 
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Level Thirty-Eight: Slaughter Field 


There are several ways to reach Parasite City, the game's final level. One way is 
to discover the beam gate network—the conduit you can use to transport all 
your forces to Parasite City. Slaughter Field has two beam gates—and a crowd 
of enemy units. 


Strategy Check 


You begin the level with a veritable slew of tanks and choppers, but you'll need 
them to stave off attack from the Taerkastens and the Black Sect. You'll need to 
erect a flak station near your Host Station, also for defensive reinforcement. 

. Start your offensive operations by leading some Warhammers to the 
southwest border. When you've gone as far south as possible, change your 
heading due east and proceed until you see the Soudson bomb and the two 
power stations nearby. Go ahead and conquer the sectors containing the power 
stations, then beam your 
Host Station to one of them. 

Next you want to disarm 
the Soudson bomb, so send 
some Weasels to do just that. 
Then put some more ground 
and air units in the field and 
direct them to the northeast, 
where you will find a second 
Soudson bomb located next 
to a power station. (There's 
also a flak station—which 
you should blast to bits.) 

The key sector is 
positioned in the northeast, 
but be careful how you go 
about searching for it. It 
turns out the Black Sect 
(which is roaming the level) 


has stealth shielding which 
The many hills and valleys of Slaughter Field can provide can't be detected by radar. 
visual protection for you. Unfortunately, they can also serve 
the same purpose for your numerous enemies. 
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Enemies Onboard 


Black Sect Station (B) Ghargoil 3 (G) Gigant (G) 


Phantom (T) Tekh-Trak (G) Ghargoil (G) 


Path Progress 


@ Previous Level: 
Desert of Madness 


O Next Destination: 
Mission Possible 


There are two power stations adjacent to each other. You 
can capture these for added juice. 
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Level Thirty-Nine: Mission Possible 


Who would've expected you—or anyone else, for that matter—to come so far 
in protecting the earth from its many enemies? Here you are, taking part in the 
mass evacuation of battle units as every faction tries to move to Parasite City. 


Strategy Check 


You've slugged it out in so many battles. Now you're only one level away from 
facing Urban Assault’s final confrontation in Parasite City. 

Of course, you must first make Mission Possible a reality. This is a 
transitional level—and not just for you. Every faction is represented, and all 
came here for the same reason as you. This level is set in a valley with two 
corridors (they’re relatively small, although they’re large enough for vehicles to 
pass through them). You should position flak stations near the entrance to these 
passageways—that way you can make sure that enemy ground units won’t be 


The land in Mission Possible is fairly wide open. Its most 
important feature is the twin channels that you'll use to 
move your armed forces to the final level 


Alb. 


able to enter the channel. 
This will indirectly help your 
chances in Parasite City. 

Next you'll want to 
produce a Level 2 power 
station and start mass- 
producing Warhammers, 
which you can send to the 
center of the level in order to 
snag the tech upgrades 
located there. 

Meanwhile, dispatch 
Weasels, Fireflys, and Foxes 
to the east to secure sectors 
there. Use the same tactic in 
the north of the map. By the 
end of the level, you should 
be well on your way to 
moving your battle units to 
the game's final showdown. 
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Enemies Onboard 


Black Sect Station (B) Sulgogar Queen (S) - Ghargoil 3 (G) 


Leonid (T) Hetzel (T) Bi-plane (T) 


Path Progress 


0 Previous Level: 
Slaughter Field 


O Next Destination: 
Paradise City 


bu : 


Deas 


With flak stations on either side, these corridors are packing 
heat! The flak stations mounted on either side of them can 
gun you down in a heartbeat. 


UL 


Parasite City ends Urban Assault with a bang, in a level that 
contains many hills and valleys (which often shelter enemies . . 
hiding from your reconnaissance). disarm it. 


Microsoft 


m - ÜPBAN ASSAULT 


Level Forty: Parasite City 


It's graduation day, if you prove yourself worthy. All of your training and battle 
experience has brought you this far—but it can't take you all the way to victory. 
You'll have to supply your own cunning if you want to triumph. Welcome to 
Parasite City, your last stop in the game. 


Strategy Check 


Don't spend a lot of time congratulating yourself on your endurance—you're 
not out of the woods by a long shot. As soon as the level begins, you're going 
to be attacked immediately. Fend off the attack (which could come from any of 
your five enemy factions) and establish a power station on the back wall, 
placing twin flak stations around it for protection. Start churning out a variety 
of units and send them east where they'll find another power station a couple of 
sectors away. Nab this station 
and beam your Host Station 
to it. 

After producing another 
flak station, manufacture 
some helicopters and send 
these units to the north to 
engage the Taerkastens in 
warfare. You'll also want to 
make some even faster 
choppers which you can 
dispatch to the west to tangle 
with the Mykonians. 
Likewise, the Sulgogar 
Queen may not be especially 
rugged but she is quick. Send 
your faster airships after her. 

One final hint, 
Commander—the center of 
the map contains a Stoudson 
bomb, and you will need to 
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Enemies Onboard 


Black Sect Station (B) 


Mykonian Host Station (M) 
Want to double your odds of survival? Try setting up two of 
your own flak stations—this will greatly increase the chance 
that your Host Station will endure. 


Turantul Il (G) 


Sulgogar Queen (S) 


Capture your enemies' power stations. That way you can 
increase the strength of your forces, while limiting that of 


the enemy you took the power station from. Taerkasten Flying Fort. (T) 


it: 


Chapter Eight 


Battling human opponents in Microsoft's Urban Assault can be a demanding 
assignment. With 53 Levels available in the multiplayer arenas, it's not likely 
you'll run out of play value any time soon. Of those 53 levels, 42 are enabled 
for LAN play, with up to four concurrent players, and 11 are enabled for dial- 
up access with two players as the recommended limit. The dial-up levels are 
enabled for DirectPlay via Internet TCP/IP, modem, or serial connection. 


Setting Up The Multiplayer Game 


On your game CD, you'll find a multiplayer read-me file that contains the most 
current information on setting up and playing multiplayer games. Here are the 
relevant sections you'll find outlined in the read-me file: 


1. COMPACT DISC REQUIREMENTS 
2. SELECTING A MULTIPLAYER CONNECTION 
2.1 IPX LAN (Up to Four Players) 
2.2 TCP/IP LAN (Upto Four Players) 
2.3 Microsoft Internet Gaming Zone (Two Players) 
2.4 TCP/IP Internet Service Provider (Two Players) 
2.5 Modem (Two Players) 
2.6 Serial (Two Players) 
3. CREATING AND JOINING MULTIPLAYER GAME SESSIONS 
3.1 Creating a Multiplayer Game Session 


3.2 Joining a Multiplayer Game Session 


Tl. 


Microsoft 


Locate Session 


Hooking Up 

To play a multiplayer game of Urban Assault, the computer of each player must 
be connected to each of the others in the game. Computers can be connected in 
various ways, and, as you can see in the preceding list, Urban Assault supports 
a variety of interconnection methods for multiplayer access. The simplest 
connection methods are by modem, by direct serial connection between two 
computers (via their COM ports), or via LAN (local area network). Each of 
these connectivity options are covered in detail in the read-me file found on the 
game CD. 

Unless you're playing on a local area network, Internet connections are 
probably the most common way to access other players. Once you connect to 
the Internet, it's relatively simple to hook up with another player for a 
multiplayer game session. Unless you're on a LAN, you'll be playing Urban 
Assault against one other player. Your primary limitation in head-to-head play 
will involve both modem speed and your Internet hookup. In short, the speed of 
game play will be a function of the weak links in your communications 
stream—even if you have a fast 56.6 KBPS modem, if your opponent is 
slogging along with a 28.8 KBPS, that's the speed at which you'll be playing 
the game. 


address of the session host, or leave 


Enter the computer name or IP ; G etti n g 
blank to search. h Come | prr : i C 0 n n e cte d 
; 1 Once you select 
Multiplayer on the Urban 
Assault Main Menu, 


you'll bring up the 
Connection Type 
Selection Screen. This 
screen shows three 
options: Internet TCP/IP 
Connection For 
DirectPlay, Modem 
Connection For 


If you're establishing an Internet TCP/IP direct connection, 


select Multiplayer on the Urban Assault Main Menu, and then 


DirectPlay, or 


Internet TCP/IP Connection For DirectPlay. Serial Connection 


For DirectPlay. 
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When you select Internet TCP/IP Connection For DirectPlay, you'll be 
presented with the Locate Session dialogue box. This box is where you will 
enter the IP address of your Host. If you need to find your own TCP/IP address 
click RUN on the START menu and type WINIPCFG.EXE in the Open box. 
The IP Configuration dialog box will display your IP address. You would 
provide this information to you opponent, who would enter it into the Locate 
Session box on his or her computer. You would leave your own Locate Session 
box blank if you were the Host. Naturally all of this works only after you're 
already logged in. 

If you're establishing a Microsoft Internet Gaming Zone connection, log on 
to http://www.zone.com, and go to the Urban Assault Lobby. Follow the 
directions for joining or hosting a game. Multiplayer Urban Assault requires at 
least one compact disc for games with up to three players. If you are playing 
without a resident disc, you must have selected the Complete version during 
game installation. If playing with four players over a LAN, at least two of the 
players must have a disc. 

Once you're connected, enter you Call-Sign as prompted at the Enter Call 
Sign screen, and then follow the read-me file directions on your Urban Assault 
cd for Creating and Joining Multiplayer Game Sessions. It is also important that 
you check your read-me file for "known issues," to read the latest information 
available to supplement your printed documentation that comes with the game. 

Urban Assault has fifty-four multiplayer enabled levels. Of these, eleven 
are actually recommended for play via modem connection, either via Internet 
TCP/IP, Microsoft Internet Gaming Zone, or direct serial connection. Of the 54 
levels, 30 are presented in this chapter, including all of the levels we refer to as 
modem enabled(marked in table with an asterick). 


13 Dogfight Kleine Netzigketc Rushhour 
Accounting Equation Duo Kreuzberg Salliation 
Airfight Easy Net Lost and Found Sarlacc Pit 

All Versus Me! Fort Bravo Merry Christmas Shootout 
Blitzkrieg Four Power Talks Net 42 Smear the Mykonians 
Citykiller Friedrich II Netropolis Scars-n-Stripes 
Clashing Funeral March North or South Steamhammer 
Concradistinction Get Out of My Way Outback Swarthiness 
Cross Over Inferno Pneumoconiosis Templar Knights 
Crybaby Interglacial Powerplant Terror 
Cryogenics Jaunder Threesome Robot The Artificial 
Devastators Jazz Run to the Hills The Last Stand 
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press z URBAN ASSAULT 


Want to make a “power station” run? Start in 
the upper right corner of the map and move 
diagonally to the bottom left corner. You'll hit 
all four stations. 


Multiplayer Level 1: 
Blitzkrieg 


You think you’re ready to test your mettle 
against real live flesh-and-blood 
opponents? Well, step right this way and 
prepare for the Blitzkrieg. The Ghorkovs 
and Mykonians square off from opposite 
sides of a giant pit in the middle of the 
map. With Speedys and Tekh-Traks in 
their arsenal, the Ghorkovs can put 
powerful combined forces in the field. 
But the Mykonian Air Prisms and Quaddas 
are able to make short work of the 
Ghorkovian land units that dominate 

the terrain in the open country. This 


furious battle boils down to a mad dash for the tech upgrade site in the very 


center of the map. 


Aim for the center—you'll find that locating 
the tech upgrade near the middle of the map 
can be empowering. 


Multiplayer Level 2: 
Crybaby 


It's East versus West in this scrap for 
supremacy. The Resistance, situated in the 
east, has massive ground forces and a 
single air unit (the Wasp). To the west lies 
which they can deploy an impressive fleet 
of air units accompanied by a full 
complement of Ghargoils. The few 
buildings there are, are thinly scattered 
across the fairly flat terrain, providing scant 
cover for ground vehicles. You'll notice 
that there are no power stations on the map 
(although the tech upgrade lets you build 


one). A classic battle scenario unfolds, as enemy forces trade firepower 


between two elevations. 
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Multiplayer Level 3: 
Cryogenics 


The Resistance and the Ghorkovs occupy 
the same canyon, so you know there’s 
gonna be trouble. Each side begins without 
any air units, and there’s no way out of the 
canyon on the ground. Two tech upgrade 
sites lie tantalizingly close to each faction’s 
Host Station—and because they offer 
helicopter upgrades, they’re your ticket to 


higher ground. Prepare for a massive Cryogenics is loaded with plenty of power 
armor battle as each side swarms for stations and a couple of copter upgrades. 
control of the upgrade sites—get them and Claim them and you'll be chillin’. 


you should be able to smash your enemy. 
With choppers in your arsenal, you can conquer the power stations that lie 
above the canyon, just a few sectors away from each side’s Host Station. 


Multiplayer Level 4: 
Dogfight 


The city’s been ravaged by war, as you try 
to claim one amazingly precious sector 
that holds the key to the level. (Forget 
about seizing power stations and tech 
upgrades—there aren’t any.) The battle’s 
objective is simple, if daunting—fight your 
way through the wrecked metropolis and 
take the enemy’s Host Station. The catch is 
that there’s only one thin pass through the 
ridge, and both factions need it. Wasp and 


What you see is what you get. You won't find 
: j : any upgrades or power stations in this level, 
Ghargoil helicopters can start hammering which is a model of simplicity. 


opposing sectors right away, but ground 
units are the key to emerging victorious from this urban bloodbath. The 
multitude of buildings provides excellent cover from air attack. 


Tid: 
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The Resistance controls a broad plateau in the 


middle of the map, surrounded by Taerkasten 
territory. The Host Stations are separated by 
only two sectors. 


Multiplayer Level 5: 
Airfight 

The Taerkastens find themselves 
disadvantaged as this expansive battle 
opens. With no air units in their arsenal, 
they must fend off attacks from Resistance 
helicopters and armor. The Taerkastens’ 
Leonid and Eisenhans tanks can't climb to 
the plateau, and must lumber far to the 
south to reach enemy country. Resistance 
forces are primed to hit the Taerkasten 
Host Station, with Foxes and Jaguars 
supported-by Hornets. A tech upgrade 
allows the Resistance to build Tigers, but 
capturing the upgrade isn't nearly as 


important as it is to the Taerkasten forces (who need Hetzels, their only means 


of reaching the plateau). 


The most valuable technical upgrade for each 
faction is situated near the opposing faction's 
Host Station, which can lead to complications. 


Multiplayer Level 6: 
Jazz 


This barren landscape is marked by little 
more than four mysterious pyramids. It's a 
balanced fight, with Ghorkov Ghargoil 
choppers roughly offset by the armor 
muscle of the Taerkasten Eisenhans and 
Leonids. The two Host Stations lie on 
opposite sides of the map, separated by 
desolate terrain broken only by a scattering 
of buildings. Each Station is near a tech 
upgrade, which leads you to a critical 
decision. Do you grab the nearby upgrade 
(which lets you build a power station), or 


do you make the bolder—and riskier—move, which is to make a dash for the 
distant tech site, where you'll be rewarded with powerful air units? 
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Multiplayer Level 7: 
Outback 


There really isn’t room for two opposing 
factions in this barren little level. 
Buildings are scarce, but tech upgrade 
sites are numerous. Three tech sites 
stretch across the map—spaced at even 
intervals, and all within easy reach of the 
Resistance and Taerkasten Host Stations. 
The tech site in the northeast sits atop 

an inaccessible hill, out of reach for each 
side with their initial arsenals of land 
units. The struggle for the other two sites 
will be fast, furious, and violent—each 


If both factions become able to build air units, 
Outback should turn into a blinding battle, 
crowded with heavy firepower. 


of these two sites unleashes the potential for air power, which you'll probably 
find to be the decisive factor in Outback's outcome. 


Multiplayer Level 8: 
Sarlacc Pit 


Plenty of terrain separates the two factions 
in Sarlacc Pit, but they'll find each other in 
a hurry as they race for the critical tech 
upgrade site in the dead center of the map. 
It starts evenly—Foxes and Tigers for the 
Resistance versus Speedys and Tekh-Traks 
for the Ghorkovs. Though there's only one 
upgrade and no power stations to capture, 
the tactical situation here isn't quite as 
simple as it first appears. The tech upgrade 
sits at the bottom of a huge pit, so the 

land units you send racing into the pit will 
be trapped. 


The race is on—with both. The Resistance 
and the Ghorkovs stepping on the gas to 
get to the technical upgrade in the center of 
the map. 


Ail. 


Microsoft 


Multiplayer Level 9: 
Swarthiness 


The Ghorkovs and the Taerkastens are 
separated by a ridge that splits the map 
from east to west. (Peaceful coexistence, 
however, isn't an option.) Each faction 
controls large portions of the map, 
including power stations lying a 
challenging distance from the Host 
Stations. On the eastern ridge sits one 
upgrade, cut off from ground units (which 


Commanders face tough decisions in j à 
Sectionalism. For example, send all available are unavailable when the fighting starts). 
units to capture the tech sites and you'll leave Ground units can reach the upgrade site to 


your power station undefended. the west, which lets you produce the air 
units needed to reach the eastern site. The 
eastern upgrade, yielding only Eisenhans (Taerkastens) and Speedys 
(Ghorkovs), isn't worth your trouble. 


Multiplayer Level 10: 
Shootout 


Ghorkov air power squares off against 
Resistance ground units as this battle 
opens on relatively barren terrain. 
Resistance forces will find little cover from 
Ghorkov choppers, but the four tech 
upgrade sites give each side ample 
opportunity to turn the tide. The Resistance 
commander must grab an air-unit upgrade 
early—or be smashed by Ghorkov 
missiles. The two upgrade sites in the 


Shootout tries to provide each faction with 
ample firepower. There are four tech upgrade - f : 
sites in the level. middle of the map sit on a mountain, 


inaccessible to ground forces. You won’t 
find any power stations here, so the real challenge will be feeding power to 
your growing army of available units. Per its name, Shootout will be brutal. 
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Multiplayer Level 11: 
Contradistinction 


Ghorkovs and Taerkastens face each other 
on a broad front on this map. The terrain is 
fairly barren, except for the skyscrapers 
that crowd the city in the center. The city 
is home to four power stations, so gear 
your forces up for some urban warfare as 
you make your grab for more power. Tech 
upgrade sites are across the map, and most 
are easily accessible. The Ghorkov forces 
find themselves at a slight disadvantage, at 
least at the outset, with Taerkestan territory 
threatening Ghorkov country from all 
around. The opposing factions can build 


Do you build your own power stations, or 
head for the city and do battle for the four 
stations there? That’s a contradistinction only 
you can make. 


power stations, so commanders will face a crucial early decision—build power 


stations or attack those in the city. 


Multiplayer Level 12: 
Cross Over 


This is going to be ugly. All four warring 
parties are staring down each other's 
throats, and they're all trapped together in 
a valley. There are few buildings to deal 
with, but numerous mountains make 
maneuvering more difficult. The map 
offers tech upgrade sites, so this fight is 
purely a battle for power and territory. The 
first move should be to capture the power 
station accessible through the pass 
adjacent to each Host Station. Don't waste 
more than a couple of units to seize the 
power station—nobody else can get to 
yours for awhile. 


Four factions jammed into the close confines 
of a single valley? One thing's for sure— 
somebody' going to be crossing over into 
the next life. 


T 


Microsoft 


Crowded urban sectors create inner city 
hostilities as four factions slug it out block by 
bloody block in 13. 


You don't need to be a CPA to understand that 
the real action in this level takes place in the 
center of the map. 


Multiplayer Level 13: 13 


Four factions are set to fight it out for 
control, each occupying a narrow strip of 
urban sectors along one of the map's far 
edges. Since each group's sectors are 
bordered by enemy territory, you won't 
have to wait long for the fireworks to 
begin. The only prizes on this map are 
three power stations stretching diagonally 
from southeast to northwest. Land units 
venturing off the outer ring of ridges and 
onto the plain (intent on conquering sectors 
or capturing power stations) will be stuck 
there. The only way back to the urban 
strips is through a pass near the middle of 
each strip. 13 means bad luck. 


Multiplayer Level 14: 
Accounting 


This free-for-all among all four factions is 
more like a war than a battle. Each 
combatant on this massive map commands 
a sizable chunk of territory with plenty of 
power to keep the tools of war humming. 
They're all likely to meet in the center, 
where a host of power stations and tech 
upgrades awaits the winner. Don't ignore 
the tech upgrade sites that sit perched on 
ridges at the corners of the map. If your 
opponents make a dash for the grand prize 
in the center of the map, you might be able 


to slip unopposed to the corner upgrade sites and gain enough upgrades, to 
sweep toward the center—or go after enemy home bases. 
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Multiplayer Level 15: 
All Versus Me! 


It’s a Resistance sandwich. Resistance 
forces occupy a mountain in the center of 
this narrow map, flanked to the north and 
south by Ghorkovs and Taerkastens. There 
are no tech upgrade sites to worry about 
here. Each faction has plenty of power 
stations. The challenge here is to join 
forces with the Resistance, fending off 
attacks from the north and south while you , A 

. You're on your own this time around—there 
mount an offensive of your own. The are no technical upgrades in All Versus Me! 
Resistance's lofty perch will help you keep (although each faction does have access to 
land units at bay, and give you a chance to power stations). 
concentrate your attacks against one 
neighbor at a time. 


Multiplayer Level 16: 
City Killer 


This urban jungle is the scene of a well- 
balanced fight pitting the Resistance 
against the Ghorkovs. The opposing Host 
Stations are situated at the extreme ends of 
the map that stretches from north to south. 
With only one power station on each side, 
you'll have to manage your resources 
wisely, since there are no other power 
stations on the map. And you can forget 
about tech upgrades. This battle boils down 
to Tigers and Hornets against Tekh-Traks 
and Ghargoils. Each side begins the battle in control of a tiny, featureless 
territory. Between them lies the battlefield—a huge tract densely packed 
with skyscrapers. 


Power stations are in short supply in City 
Killer; each side has only one of them. 


Til: 


Microsoft 


The Stoudson bomb notches up the tension 
in Clashing, pushing it to the absolute brink of 
complete annihilation. 


Four factions are laying claim to this map, but 
it appears that the Mykonians are sitting in 
the proverbial catbird seat. 


Multiplayer Level 17: 
Clashing 


The Ghorkovs square off against the 
Mykonians on this desolate terrain. Each 
side occupies a fortress defended by flak 
stations. Sectors are divided in a 
checkerboard pattern. The first order of 
business will be to capture nearby sectors. 
That quest for power leads you to the 
northeast corner, where two power stations 
sit isolated and unprotected. The wild card 
lies to the west, where a Stoudson bomb 
sits perched atop a mountain. Detonate this 
device and you'll rule the map. Of course, 
there'll be nothing left to rule. 


Multiplayer Level 18: 
Fort Bravo 


All four factions have established powerful 
strongholds on this fairly barren map. 
There are no tech upgrades, not that you'll 
need them. Each force has plenty of 
firepower, including flak towers guarding 
each Host Station. You won't find any 
unclaimed power stations, so you'll have 
to whip enemies to keep your army 
running. The mighty arsenals and 
emplacements make any assault a 

costly proposition. The Mykonians, sitting 
on a ridge and guarded by mountainous 
peaks, will extract a heavy toll on any 
intruding force. 
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Multiplayer Level 19: 
Four Power Talks 


Everybody's backed into a corner of this 
tiny map, all armed to the teeth, and all 
desperately needing more space. The map 
is fairly flat, with a few buildings to 
provide cover and complicate 
maneuvering. There's only one tech 
upgrade site, but it provides its captor with 
flak stations—a decided advantage in such 
close-quarters fighting. Watch out—there's 


; There's not enough room for the four factions 
also a dreaded Stoudson bomb situated crowded onto the map of Four Power Talks. 


near the center of the map. You won't find 
any claimable power stations, but you 
probably wouldn't have time to use them. 


Multiplayer Level 20: 
Friedrich Il 


Ghorkov forces have penetrated 

Resistance-held country and split 

Resistance forces in two. There are no tech 

upgrade sites, so this battle will become a 

struggle for power, and there are plenty of 

power stations scattered across the map. 

There are few elevation changes to deal 

with, but much of the map is crowded with 

buildings. The standard strategy should The Resistance forces have been split into two 


serve you well here—conquer sectors as encampments in Friedrich Il,:a level filled with 
quickly as possible, then make your move opportunities for grabbing power stations. 


against enemy-held power stations. You 
should have plenty of power and space 
here. Smear the Mykonians! 


Microsoft 


If any of your three enemies here are able to 
get their hands on either of two Stoudson 
bombs, they'll be playing the Funeral March 
for all of you. 


This twon ain't big enough for the ‘er, four of 
us. No wonder they call this level Get Out of 
My Way. 


Multiplayer Level 21: 
Funeral March 


No one knows how this situation 
developed, but things will get plenty 
messy before this battle is resolved. All 
four forces are lined up in two neat rows at 
the eastern edge of the map, each 
occupying several hilltop sectors. 
Everybody needs sectors to increase power 
output, but there'll be three enemies right 
beside you. The real objectives lie to the 
west, where a sprawling city is home to 
several tech upgrades and power stations. 
Beyond the city are two Stoudson bombs, 
waiting for the winner to claim them. 


Multiplayer Level 22: 
Get Out of My Way 


Nothing fancy here, just some furious 
fighting in tight quarters. All four factions 
have managed to stake their claim on part 
of this tiny urban map, and the town can't 
hold them all. Tactical objectives are 
few—there are no tech upgrades and no 
unclaimed power stations. Each side, 
equipped with a very limited arsenal, is 
forced to slug it out to claim sectors, 
defend its home base and somehow try to 
mount an offensive. A temporary alliance 
with one of your hated enemies might help 
narrow the number of combatants. 


CHAPTER EIGHT: WARRING OVER THE NET 


j————————^€^€£A€A^AAA^AWAAA—A^—AA^A^A—A—A—A^A—AAAAAA—4A—4A—4—€A—— nA »- 


Multiplayer Level 23: 
Merry Christmas 


In a peculiar accident of nature, the basin 
surrounded by broad plateaus looks very 
much like a Christmas tree when viewed 
from above. Evidence of ancient 
astronauts, perhaps? You won't have time 
to ponder that mystery, because all three 
factions are jammed together at the 
southern edge of the map. The basin is 
undeveloped, but numerous hills contain a 


Three factions occupy the southern portion of 


host of power stations, tech upgrade sites, ^ t^e Merry Christmas map, scattered like 
and Stoudson bombs. The plateaus are presents beneath the "Christmas tree" 
crowded with skyscrapers, but contain suggested by the basin's appearance. 


little else of interest. Each faction also 
owns a patch of land in the far north, as well as some of the hills in the basin. 


Multiplayer Level 24: 
Net 42 


Nothing fancy here, just a simple firefight 
with a single enemy straight ahead. The 
Resistance forces hold the southern edge 
of the map. To the north, the Taerkastens 
begin the battle with a slight defensive 
advantage, thanks to three mountains 
directly south of their Host Station. The 
terrain itself is fairly featureless, so there's 
nowhere to hide. The only objective on the 
map—other than your enemy's power 


The only things separating you (in the south) 
from the Taerkastens (in the north) is a set of 
stations and territory—is a tech upgrade three mountains—which your enemy will 
site in the deep pit in the center. Control of exploit defensively. 

this site is vital, so get ready to pour all 

available units into it. 
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You might need to declare a non-aggression 
pact with the neighboring Taerkastens, 
allowing you to join forces against the 
Ghorkovs and Mykonians. 


Multiplayer Level 25: 
Netropolis 


Prepare for a major engagement on this 
huge map. Your arsenal is limited to a 
single light unit, but your three opponents 
are in the same situation. The Mykonians 
are the only faction with an air unit, the 
Air Prism. The Resistance and the 
Taerkastens occupy the same urban 
plateau in the south, so they're likely to 
square off right away. The Ghorkovs and 
the Mykonians are situated in the sparsely 
populated plain to the north. If you're 
willing to negotiate with your despised 
enemies, a temporary alliance might 


provide an advantage. The Resistance and Taerkastens could work together to 
dispose of their northern foes before turning their weapons on each other. 


North or South tests your ability to start with 
limited resources, and build yourself up into a 
powerhouse military force. 


Multiplayer Level 26: 
North or South 


At the outset of this battle, each side can 
build only one light unit, plus a scout. 
Power is even more critical than usual, 
because each faction occupies just a single 
sector, directly adjacent to an enemy- 
controlled sector. The Ghorkovs and the 
Taerkastens are situated in the extreme 
north, next to four power stations, while 
the Ghorkovs and the Mykonians sit far to 
the south, also with four power stations 
close at hand. There are four tech upgrade 
sites on the map. Between the two sets of 


factions is a crowded city. You'll want to dispatch of your neighbor first, then 
turn your attention to the other side of the map. 
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Multiplayer Level 27: 
Pneumoconiosis 


The Ghorkovs and the Taerkastens each 
hold big chunks of this fair-sized map, each 
can field a formidable force of air and 
ground units, and each has a tech upgrade 
site conveniently located on hills near the 
opposing Host Stations. Far to the 
southwest sits another upgrade site, this 
one rewarding its captor with the capability 


to build a radar station. Both sides have Pneumoconiosis: a disease that results when 
unclaimed power stations close to their you have to eat somebody's dust-exactly what 
territories, and they'll need that power to your adversary intends to make you do here. 


keep fresh units in the field. There are 
several groups of buildings to maneuver 
around, along with a cluster of pyramids. 


Multiplayer Level 28: 
Powerplant 


All four factions are crowded onto this 
small map, and it's difficult terrain, filled 
with ridges and hills to slow the advance 
of land units. The only sector that offers 
any reward—other than the satisfaction of 
taking enemy territory—sits right in the 
middle of the map. The army that gains 
ownership of this site gets power-station 
technology—and a huge advantage over 


í . $ i . Everybody needs a little elbow room, but you 
their enemies. With all the warring factions ^ wor find any here. Powerplant packs four 


rubbing elbows with enemies on every factions into a small space with only one way 
side, commanders will be tested to keep out—victory. 

their cool in the face of furious combat, 

while controlling a large force of air and 

land units. 
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Robot's tricky terrain makes it difficult to 
target Enemy Host Stations. This might be a 
good chance to lay back a little and let your 
adversaries bring the fight to you. 


Multiplayer Level 29: 
Robot 


Each faction is backed into a corner, 
occupying a maze-like fortress of ridges 
that will make any assault a costly move 
for an attacking force. The single tech 
upgrade site is situated in the center of the 
map, in the midst of the only group of 
buildings in the area. Because the Host 
Stations are so difficult to attack from the 
ground, here's an opportunity to adopt a 
slightly defensive approach, at least for a 
short time. Try letting the other guys fight 
it out for awhile and watch for an 
opportunity to strike quickly and win some 


sectors without much opposition. Don't sit back for too long, though, because 


you'll need the power. 


“In this corner, the treacherous Taerkastens. 
Their opponent—the grappling Ghorkovs. 
Now, shake fists at each other, and come out 
shooting." 


W: 


Multiplayer Level 30: 
Run to the Hills 


The Ghorkovs square off against the 
Taerkastens in this white-knuckled shoot- 
out. The terrain is, indeed, hilly, but there’s 
nothing steep enough to slow land units, 
and each commander has air units in their 
arsenal, too. There’s a tech upgrade site 
located right next door to each Host 
Station, and the radar station it allows will 
let commanders watch the hordes of 
enemy units rushing to attack. Each side 
has two power stations to fuel their 
marauding armies, and flak stations to help 
defend their Host Stations. 
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Multiplayer Level 31: 
Rushhour 


If you’re fond of urban warfare, you’re 
gonna love this. Nearly every square inch 
of this huge map is occupied by 
skyscrapers and other buildings. Flak 
stations guard each Host Station. And what 
do you have in the arsenal to conquer this 
Manhattan of a map? One measly unit, 
plus a scout. There are two tech upgrade 


sites, in the northwest and southeast s e 

d bet th City life can be murder, especially when you 
Comets and (airs X they are start a mission like Rushhour equipped with 
everyone S first objective. Or maybe not— only a single unit (okay, SO you get a 
there's a Stoudson bomb in the middle of scout, too). 
the map, if somebody feels like starting the 
doomsday clock. Whatever the objective, 
this is a real city slugfest. 


Multiplayer Level 32: 
Salivation 


Three factions—the Resistance, the 
Taerkastens and the Mykonians—share 
this huge map. Much of the northwest 
section is too mountainous for ground 
units to pass, providing natural defenses to 
the Taerkastens the Mykonians. Each side 
starts out with just a few powerful units in 
their arsenals—along with the capability to 
build power stations—and tech upgrade 
sites are spread across the map. Canyons 


Three factions—Taerkastens, Mykonians, and 
. the Resistance—want to control this map so 
snake throughout the area, slowing ground badly they're almost drooling for it. 
maneuvers. Clusters of four power stations 


each are situated in the northeast and 


southwest corners. 
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It makes for some uneasy alliances, but the 
factions in this mission need to close ranks 
and unite against the Mykonians, who are 
more or less invincible otherwise. 


Most of the sectors on this map are up for 
grabs, but the abundance of power stations 
will ensure that they don't stay that way 

for long. 


Multiplayer Level 33: 
Smear the Mykonians 


The Mykonians control the dense urban 
area that dominates the map, with the 
other three factions confined to a narrow 
section in the far west. There are several 
tech upgrade sites, but no unclaimed 
power stations and no capability to build 
them. If the factions choose to battle one 
another, the mighty Mykonians surely will 
roll over the weaker factions. To survive, 
faction forces will be forced to roll into 
the Mykonian-controlled city and win 
enough sectors to shift the balance 

of power. 


Multiplayer Level 34: 
Stars-n-Stripes 


The Resistance, the Ghorkovs and the 
Taerkastens find themselves in a large 
region of unclaimed sectors. Each faction 
controls a single sector, so commanders 
must first conquer nearby sectors to 
increase power out put and build up their 
forces. You begin with a single land unit, 
plus a scout, in your arsenal, but there are 
plenty of tech upgrade sites and 
unclaimed power stations to increase your 
array of weaponry. With your enemies 
also limited to a single sector at the start, 
bold commanders might consider an 


immediate attack with whatever forces they can muster. It's a risky strike, and 
leaves your own Host Station open to assault. 


dbl: 
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Multiplayer Level 35: 
Steamhammer 


Get ready for all-out aerial warfare on this 
large, sparsely developed flat map. The 
Resistance, the Ghorkovs and the 
Taerkastens face off against one another on 
this relatively flat map. Each faction is 
limited to air units, and there are no tech 
upgrade sites to be found. But there’s no 
power shortage on this map, and you'll 
need all you can grab to keep those power- 


4 . : : You won't have any ground units in 
hungry air units flying. Power stations are Steamhammer, so prepare to take to the 
situated singly and in clusters across the skies as either Ghorkovs, Taerkastens, or 


map, and they're a likely first target. the Resistance. 


Multiplayer Level 36: 
Templar Knights 


Each of the four combatants has a small 

foothold in distant areas of this map. 

Home stations are situated inside low 

canyons, with inaccessible plateaus rising 

all around. The canyon entrance to each 

Host Station is heavily guarded by four 

flak stations. There aren't any tech upgrade PETS 
sites here, but you won't need them: These E 


armies begin with a massive arsenal of . D 

. : Host Stations are tucked away inside canyons 
weaponry to build. Ground forces will be fand are heavily guarded by flak stations) in 
hard-pressed to threaten enemy Host Templar Knights, a mission containing no tech 
Stations. The canyon entrance creates upgrades. 
natural choke points, right in the shadow 
of the defending flak stations. A cluster of 
four power stations, though, is within easy 
reach of each Host Station. 


Microsoft 


Keeping your attention on the enemy at 
hand (and not the several others en route 
to kill you) is a genuine key to victory in 
The Artificial. 


N ASSAULT 


Multiplayer Level 37: 
The Artificial 


It's a gang fight, and you're a gang of one. 
This massive map is home to all four 
factions, and somebody owns every single 
sector. Each combatant starts out with 
several power stations, and can build both 
regular and advanced power stations. 
Commanders can build just about any unit, 
as well as flak stations. This scene has all 
the ingredients for a major, protracted 
battle. No matter which faction you 
command, you'll be faced with plenty of 
enemies on several fronts, and lots of 
weapons. There's action immediately—all 


across the map—but try to limit yourself to one objective at a time while you 


defend against other assaults. 


Who needs alien adversaries when you have 
two hyper-aggressive human factions to 
contend with? Certainly not you, if you're 
playing The Last Stand. 


i 


Multiplayer Level 38: 
The Last Stand 


The three Earth factions are set for a 
showdown, each claiming sizable chunks 
of territory with which to power their 
armies in this urban landscape. Each 
faction can build just a few units at the 
outset, but there's a quick tech upgrade 
located adjacent to each Host Station. In 
addition, three unclaimed power stations 
are ready to provide critical power. There 
are a fair number of buildings to provide 
obstacles for maneuvers and cover from 
aerial attacks, and a few mountains crop 
up around the map. But this is no-nonsense 
combat, two enemies right in front of you. 
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Multiplayer Level 39: 
The Net on the Hill 


Settle down for a long, bitter struggle for 
control of this huge map. All four factions 
are here, each occupying a one-sector-wide 
band at the extreme edge of each side of 
the map. A series of ridges and canyons 
makes ground maneuvers maddeningly 
frustrating and difficult. To get to your 
enemies, ground forces have but one 
entrance to the interior, at the midpoint of Vou may Be Gmpled to call hie mission 
each side. Fortunately, you'll run across “Border Patrol”: each of the four factions is 
plenty of tech upgrade sites and unclaimed — /ined up along one of the edges of the map. 
power stations as you wind your way 

toward the interior, where four 

enemies wait. 


Multiplayer Level 40: 
The Race 


The Resistance, the Ghorkovs, the 
Taerkastens, and the Mykonians are lined 
up at the northern edge of the map, armed 
to the teeth and poised to pounce on the 
city that lies to the south. Of course, 
they'll also be taking swipes at each other 
with their powerful arsenals. But the 
prizes-several tech upgrade sites—lie in 
the skyscraper-crowded city that sprawls 


An upgrade-rich city lies in the southern 


in the south. Everybody has a clear path portion of the map, with the four factions 
through the hills to the city. Be prepared to gearing up in the north. The furious battles 
beam around this map, building power that result over the urban area give new 
stations and putting up flak stations to meaning to the term "land rush." 


defend your critical sectors. 
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You won't find any tech upgrades here-just an 
odd randomness to the way each faction's 
sectors are scattered all over the map, and 
not grouped into any one area. 


The terrain in Triplication will give you as 
much grief as your opponents will. The 
mountains and canyons should test your 
navigational abilities, as well as your 
combative talents. 


Multiplayer Level 41: 
There Can Only Be One 


How this situation developed remains one 
of the greatest mysteries of the war. All 
four combatants are here, and each 
controls individual sectors scattered about 
the map in checkerboard fashion. The 
arsenals are extensive, and commanders 
can build power stations, but there are no 
tech upgrade sites or power stations to 
conquer. And there's little difficult terrain 
to slow land forces—just a few mountains 
dot the landscape. The challenge here is to 
defend key sectors while trying to wrestle 
away some of your opponents' territory. 


Multiplayer Level 42: 
Triplication 


The Earth factions are prepared to do 
battle on this large, mountainous map. 
Arsenals are limited to just a few units, but 
each force can build power stations to 
crank out massive forces. There are several 
tech upgrades on the map, most easily 
accessible. The opposing forces are spread 
out over canyons and ridges, difficult 
terrain that puts a premium on putting 
strong mixed units in the field. The tech 
upgrade site in the center, guarded by a 
square formation of power stations, 
rewards its conqueror with advanced 
power station capability. In this mammoth 
power struggle, that could be the key 

to victory. 
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Multiplayer Level 43: 
Two Sides 


The Resistance and the Ghorkovs stare at 
each other directly across a long front. You 
won't find any tech upgrade sites, but each 
side controls several power stations, 
enough to crank out massive armies. Don't 
ignore your defensive responsibilities here. 
There are flak stations stretching across the 
map, allowing a quick-witted commander 
to fend off a series of furious attacks. FI . 2x. : 

: 10 . . ak stations can play a decisive role in 
While you're picking off enemy units with determining which of the two sides 
your flak stations, build your armies in (Ghorkovs, Resistance) will emerge from this 
preparation for mass attacks targeting mission with all the marbles. 
enemy power stations. Take a few of his 
power stations, and you'll turn the tide in 
this one-on-one struggle. 


Multiplayer Level 44: 
Devastators 


It's a standoff between the Ghorkovs and 
the Taerkestans as they face each other 
from either side of a long canyon. Land 
units looking to make trouble in enemy 
sectors have to make a long end run to the 
canyon entrance on either side. With tech 
upgrade sites and power stations scattered 
across the map, you'll have plenty of toys 
to play with and power to keep them 


running. Making things much more rumble in an area that's packed with six 


interesting are the six Stoudson bombs that — stoudson bombs. One faction will survive the 
sit ominously around the map. Three battle, although it's doubtful anyone could 


adjacent power stations in the canyon survive that many Stoudsons. 
provide the map's biggest prize. 


The Ghorkovs and Taerkastens are set to 
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Thanks to the upgrade in the center of the 
Duo map, you can beef up your defenses with 
the addition of a much-prized flak station. 


The combat equivalent of straight poker, 
Easynet contains no tech upgrades or power 
stations. The crucial piece of terrain sports a 
bridge that connects the northern and 
southern sections of the map. 


tlh 


Multiplayer Level 45: 
Duo 


Prepare for a quick, bloody fight between 
the Ghorkovs and the Mykonians. There’s 
a single tech upgrade site in a pit in the 
center of the map, but it’s a biggy: the flak 
station. Control this technology and your 
enemy will have a rough time of it. 
There’s nothing but open ground between 
the two opposing forces on the flat, 
featureless terrain of this tiny map. There 
are no power stations on the map, but each 
side can build stations. And the faction that 
grabs the upgrade site can build the flak 
stations to defend the critical 

power stations. 


Multiplayer Level 46: 
Easynet 


All four combatants are crowded onto this 
map, and the place just isn’t big enough 
for all of them. This is straight warfare— 
no power stations and no tech upgrades. A 
canyon runs east-west, splitting the map in 
half. The only access for land units 
between the northern and southern sections 
is across the narrow bridge in the center. If 
you’re limited to land units, as the 
Ghorkov forces are, you better turn and 
take care of your adjacent neighbor first, 
then worry about your other enemies. 
Watch out for the Mykonians; those crazy 
cubes can hit you from anywhere on 

the map. 
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Multiplayer Level 47: 
Inferno 


Better plan your moves beforehand, 
because you won't have much time to 
think once the shooting starts. All four 
combatants occupy the valleys in this 
mountainous terrain. Each force bumps up 
against enemy territory on either side. 
There's very little firepower available in 
the beginning, but there's a treasure of 
arms in the center of the map, where four Four tech upgrades await you in the center of 
tech upgrade sites wait for the fireworks to the map, but are you warrior enough to 

start. The upgrade sites are tantalizingly traverse a looming mountain range? 

close, but each force faces an impassable 

mountain range between its home station and the prize. A serious early threat 

comes from the Mykonians, whose blasted Air Prisms sail right over the peaks. 


Multiplayer Level 48: 
Interglacial 


This large map gives the three factions a 
bit of breathing room, at least at the 

outset. Each combatant can build power 
stations, and each can field a strong mix of 
air and land units. Power stations and tech 
upgrade sites sit on plateaus overlooking 
the three territories. Each foe has at least 
one tech upgrade within easy grasp. The 
large map gives commanders time to start 
capturing sectors and building their forces 


VUvervyeuy 


This mission posts a tech upgrade 

É : . d conveniently near your starting position-but 
without coming under immediate attack. you'll have to sweat bullets for everything 
Barren plains separate heavily developed else you get in Interglacial. - 


areas thick with buildings, offering plenty 
of tactical challenges. 
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Multiplayer Level 49: 
Jauntier Threesome 


Commanders have plenty of cool toys to 
play with here, including advanced power 
stations and flak stations. Good thing, 
since you won't find any tech upgrade 
sites on the map. The three combatants 
occupy valleys jammed with skyscrapers 
and surrounded by plateaus that are 
inaccessible by land. Build up your power 
network quickly by building power 
stations and conquering sectors to feed 
them. At the same time, of course, you'll 
have to fend off attacks from enemies 
threatening you from every direction. Meanwhile in the center sits the wild 
card: a Stoudsen Bomb. 


You might find a wild card waiting for you in 
the center of this map. If you do, don't hang 
around to see it explode. 


Multiplayer Level 50: 
Kleine Netzigkeit 


Each of the four factions occupies the far 
corners of the map, staring at the grand 
prize in the center—a cluster of power 
stations and tech upgrade sites. Each 
commander has only one light vehicle 
type, so the tech upgrades become critical 
to your survival. Once again, the 
Mykonians have an advantage at the 

] ] nua" outset, because of the availability of the 
You'd better invest in some air units if you Air Prism. Buildings occupy most sectors 
have any desire to reach the six power i 3 


stations situated on the map's center ridge— SO expect some fast and furious land 
you won't be able to get there by land. combat in the city streets as each faction 


tries to battle its way to the center. Six 
power stations occupy the center ridge, 
which can't be reached from land. 


EN Ji. 
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Multiplayer Level 51: 
Kreuzberg 


Don't be too confident just because you’ ve 
got such firepower in your arsenal; your 
enemies can wield just as much 
destruction. The four foes occupy a quarter 
of this cross-shaped city, and they all meet 
in the middle, where each has a piece of 
the block of four power stations. There 


aren't any upgrades on the map, so this You've got a ton of firepower to draw upon. 


battle quickly turns into a struggle for As it turns out, your enemies are also packing 
power. Air power is likely to win the day. serious heat in Kreuzberg. 


For ground units, the only route to an 
opponent's territory leads through the power quadrant in the center, which is certain to 
become a killing field before some battered army emerges victorious. 


Multiplayer Level 52: 
Terror 


A wide canyon—with entrances to the 
southeast and northwest—separates the 
combatants on this large map. Aside from 
the tech upgrade site in the middle of the 
depression, objectives include a pair of 
power stations. The Ghorkovs occupy the 
urban area to the south, while the 
Mykonians hover over the barren 
landscape of the north. Ghorkov forces 
field a mighty mix of air and land units, 


The tech upgrade in the center of the map 
is worth a trip through Terror’s expansive 


and they'll need it against the Mykonian canyon—it could prove quite 

Air Prism and the Static flak units. The helpful, regardless of which faction 
real prize is the tech upgrade site, which you're representing. 

yields the Ying for the Ghorkovs and the 

Quadda for the Mykonians. 
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Under the Gun takes you into mountain 
country that's extremely difficult to traverse. 
(Did someone say "air unit"?) 


Mri EA K 


Multiplayer Level 53: 
Under the Gun 


The fighting moves to the mountains on a 
map marked by two daunting and 
impassable ridges of jagged peaks. Getting 
anywhere on land is a painfully slow 
process, so the emphasis is on air units. 
Luckily, you have plenty of airborne toys 
to play with on either side. The one tech 
upgrade site, near the center of the map, 
rewards its captor with heavy armor— 
Leonid for the Taerkastens and Tiger for 
the Resistance. Given the rugged terrain, 
though, seizing the site may not be worth 


the effort. But if your opponent relies solely on an air campaign, a surprise 
ground assault might smash him before he can respond. 


[. A6 


You don't have a lot to work with in Lost and 
Found, but there's enough here for you to find 


yourself an easy victory. 


Multiplayer Level 54: 
Lost and Found 


Four factions (the Resistance, 
Ghorkovs, Mykonians, and Taerkastens) 
are ready and willing to go for the throat 
in the bleak level known as Lost and 
Found. Like many of the landscapes in 
Urban Assault, the terrain is a strange mix 
of urban areas and outlying desert-like 
terrain. It's a relatively large map (on a 14 
X 14 grid) but there isn't a whole heck of 
a lot on it. A lone power station can be 
located in the northeast portion of the map, 
but it's a beauty—a strong Level 4 station. 
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Microsoft's Urban Assault is a complex game, but its simple, straightforward 
interface usually keeps it from becoming overly complicated. Still, there are 
times when even the best gamer might need some additional assistance. 
Microsoft has created an Online Help utility that will provide you with a wealth 
of Urban Assault information. Here's a quick tour of the main areas of interest 
discussed, all of which are available by simply pressing the F1 button 
(assuming you've provided the game's interface with necessary information 
about your online setup). 


Introduction 


The Introduction section gives you Urban Assault at a glance, outlining the 
general nature of the game's interface and how it works, as well as the structure 
of single-player games versus the multiplayer version of Urban Assault and 
how the two differ. Additionally, the various factions are introduced here (with 
subsequent screens profiling each faction individually). An especially helpful 
aspect of the Introduction discusses the game's scoring system and what 
conditions must be met in each level to ensure victory. 


Main Menu 


The Main Menu screen is the central hub for all things Urban Assault. Online 
Help's Main Menu section devotes explanations to each of the buttons posted 
on the Main Menu screen (Single-Player, Multiplayer, Input Settings, Options, 
Save/Load, Help, and Exit). There is considerable utility in the coverage each 
button receives. For example, if you want to know how to save and load games 
during a game level, this section has the information you need. 


Game Interface 


The third chapter of this book goes into considerable detail about Urban 
Assault's interface, as does this section of Online Help. This is important 
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Getting Help from 
Microsoft Technical 
Support 


Troubleshooting: Microsoft Technical Support 
If Your Question Is Urgent or More Complex 


Readme Telephone Microsoft Technical Support 


Multiplayer Notes 


pt 
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*o Standard No-Charge Support—for Help During Business Hours 
If you acquired this product as a stand-alone retail product, you 
are eligible for unlimited support at no charge. You can receive 
no-charge support via e-mail (explained later) or via telephone by 
calling one of the following numbers, available Monday through 
Friday, excluding holidays. 


Microsoft understands that trouble can come in many 
forms—that's why the Troubleshooting section of Online 
Help provides you with just the right phone numbers, 
depending on the nature and severity of the problem 
you're experiencing. 


Strategies 


stuff—learning to 
comfortably use the Squadron 
Manager, for example, is 
nearly essential if you want to 
play the game well. Most 
interface matters can be 
divided according to certain 
screens or screen components 
(i.e., Level Select, Map, 
Mission Briefings), and that’s 
the way they’re treated in this 
section. As with most of the 
screens, certain key phrases 
are often shown in blue text 
(as opposed to the normal 
white text) and clicking these 
phrases will summon 
additional information about 
that topic. 


In our coverage of all of Urban Assault’s single-player levels, we’ ve tried to 
provide very specific information tied to the battle in question. The Strategies 
section of Online Help concentrates on the overall strategic themes and 
generalized courses of action you might wish to follow. With that in mind, 
Strategies addresses topics like “Exploring the Map and Terrain,” “Vehicle 
Classes and Effectiveness,” and “Acquiring Energy.” 


Vehicles & Buildings 


The individual battle units used by the game’s five main factions are profiled in 
Vehicles & Buildings. Each unit is shown in all its war-making glory, along 
with helpful statistics about its battle performance (similar to the unit 
comparisons we created for Chapter Four: Opposition Forces). This section 
could prove invaluable to you, especially the large pictures of each unit. In a 
game with this much frenzied activity, being able to identify units (and 
understand the differences between them) can definitely come in handy. 
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Troubleshooting 


Online Help's Troubleshooting section lets you specify what type of assistance 
you need (“If Your Question Isn't Urgent," or “If You Have a Simple Question 
and Need an Answer Fast," for example). Then it matches you up with the 
branch of Microsoft's Technical Support department that best suits your needs. 
Troubleshooting also tells you how to receive assistance if you're not in the 
U.S. or Canada. 


Index 


Index, true to its name, alphabetically lists all the topics covered by Online 
Help's different sections. As with the rest of Online Help, those terms that can 
be read about in detail are listed in blue text. 


Credits 


Lots of talented people kept their shoulders to the wheel for a long time in 
order to produce Urban Assault. The Credits section of Online Help gives a tip 
of the hat to the folks at TerraTools who developed the game, as well as the 
many Microsoft staffers who played an equally valuable role in bringing Urban 
Assault to the PCs of avid gamers like yourself. 


Appendix B 


Microsoft's Force Feedback Joystick is more than the perfect piece of 
companion hardware for Urban Assault; its revolutionary sensations add a 
genuinely new dimension to the gaming experience. It's a match made in 
heaven, too, because Urban Assault (with its amazing variety of unique battle 
units) is the perfect game to show off what this joystick can do. By using a 
stick like the SideWinder Force Feedback Pro, you can thrill to every round of 
fire exchanged between you and whatever enemy unit you've engaged. How 
much this boosts your enjoyment of the game will depend on your individual 
tastes, but we've noticed that once a gamer has “gotten Feedback,” they usually 
don't want to return to their old reliable joysticks...and we can't say we blame 
them a bit. 


Sensurround Perfected 


Without getting too in-depth on the subject, Force Feedback uses a built-in 16- 
bit processor to work its magic. The strength of this “force co-processor" shows 
how far computing has come. Microsoft estimates that it alone (and we're not 
talking about your computer's processing power, either) is six times stronger 
than the processor found in the first wave of microprocessors. Think of it—if 
you're using a Force Feedback joystick, you've got more processing power in 
this game accessory than early computer users had in their entire systems. 
(Another advantage of having the microprocessor in the stick is that your 
computer isn't burdened with trying to produce Force Feedback sensations 
while it's busy involved with other pursuits—like running the game.) 

This is an advanced—and highly sensitive—device. Back in the 1970s 
there was a film gimmick called “Sensurround,” which was used with movies 
containing lots of action (and usually destruction). The goal of Sensurround 
was to make you feel every rumble and crash shown on-screen. It accomplished 
this (somewhat), but it wasn't very nuanced. In fact, all Sensurround basically 
involved was the installation of super-sized woofers near the screen, which 
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Microsoft's SideWinder Force Feedback Pro joystick is kind 
of like ‘50s music: lots of shake, rattle, and roll. 


cranked up the bass signal so 
throbbingly loud that you 
could nearly feel the fillings 
shaking in your teeth. Force 
Feedback is radically more 
sophisticated. For example, a 
Force Feedback stick will let 
you experience different 
effects at the same time. 
Example: you're driving a 
tank and trying to out- 
maneuver an enemy that's in 
pursuit. Let's say you nick 
the edge of a building you're 
driving by, while you're 
busily shelling your 
adversary with your turret. In 
one moment, you might feel 


the wall’s resistance to your vehicle, while also experiencing the kick from your 


tank’s big gun. Now that’s wild! 


Moving Sensations 


We used the Force Feedback stick with as many different battle units as 
possible (it’s a lot of fun to see how they differ in the sensations produced with 


the stick). Here are some of our observations: 


* [f you're manning the big gun at your Host Station, the kick you feel is 
slower, more momentous. Each round you fire causes the stick to 
actually recoil in your hand, which is pretty shocking the first time you 
feel it. And should you let the unthinkable happen and your opponent 
delivers the knock-out punch to your Host Station, you'll feel it in the 
stick—and not just from the volley of jolts and crashes that replicate the 
incoming explosions. When your Host Station is destroyed, your stick 
goes dead—the handle is noticeably more sluggish to move. 

* [f you're driving a tank, you can feel the wheels rumbling beneath you. 
The gun doesn't have quite the same kick as the Host Station turret (nor 
should it, considering the comparative size of a Host Station versus a 
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tank). And if you hit a wall, you feel the impact and bounce-back you'd 
feel when suffering a true elastic collision. Usually that experience is 
alien to games; hit a wall in most games and you simply stop moving 
forward, which completely denies the physics of the thing. 

* Different tanks handle differently, too. For example, the Weasel's a light 
vehicle (as much as any armored vehicle can be considered light) and 
you'll feel its engine humming along and its wheels churning beneath 
you. Drive the heavier Jaguar, however, and the feel is markedly 
different. The ride's a little bit rougher than in the Weasel and the turret 
seems to recoil a bit more forcefully. 

* Aircraft have their own bag of sensations. Jets experience gravitational 
forces when they roll out and bank (air resistance is a powerful thing). 
Helicopter flight is made new also—put a Firefly through its paces and 
you'll always feel the onboard whirring (and the matching vibrations) 
that choppers are known for. 


Cost of Admission 


Aside from a Force Feedback-enabled stick, you also need a game that was 
configured during its creation for Force Feedback effects. Additionally, there 
are some other requirements you should understand (although if your system is 
strong enough to run Urban Assault, you shouldn't have any problems anyway). 
Here are Microsoft's recommendations and caveats for what you need if 
you want to use the SideWinder Force Feedback Pro. (For more info on Force 
Feedback technology, check out Microsoft's web site at http://microsoft.com.) 


Personal computer with Pentium 75 processor or higher 

Microsoft Windows 95 operating system 

8 MB of RAM 

7 MB of available hard-disk space 

Double-speed CD-ROM drive 

Super VGA, 256-color monitor 

Sound Blaster compatible audio board with Gameport/MIDI port 
Enclosed joystick driver 

Feedback forces are only enabled with games using Microsoft Direct 
Input or Force Feedback API 5.0 or later. 

SideWinder Force Feedback Pro works only with Windows 95 
compatible games. (Check your games for minimum requirements.) 
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13 map, 190 


3 

3D choices, 32 

3D graphics, 17, 32 

3D graphics acceleration, 22 
3D sounds, 17 


5 
5PO Air Cube, 68 


A 

absorption rate, 58, 83, 85 

accelerate (side throttle), 50 

access keys, 49 

Accounting Equation Map, 190 

action keys, 43 

add vehicle to squad, 44 

Age of Empires, 23 

aggressiveness level, 73, 91, 
92 


air units, 81 

aircraft, 60 

Airfight map, 186 

All Versus Me! map, 191 
anti-aircraft tanks, 74 
Assi's Way map, 160 
attack groups, 89 

audio, 36 

audio mixer, 36 
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Back/Nose Up,42, 50 

battle map, 13 

battle units, 73 

Beam Energy, 83, 90 

Beam Energy Reservoirs, 58, 
83, 87 

Beam Gate, 11, 45, 55 

Beam Host Station, 45 

Beam Level, locking of, 85 

behavior keys, 45 

BioAgent, 69, 70 


Black Sect, 71, 144—45, 159 
Black Sect Station, 71 
Blitzkrieg map, 184 

Blue Casbah map, 152 
Bomber, 67 

brake, 42, 50 

Briefing Screen, 99 
Bronsteijn, 64 


C 

Cancel, 37 

CD Audio Volume, 36 

CD-ROM drive, 22 

Change, 26 

Chat, 49 

Checker Board map, 112 

City Killer Map, 191 

Clashing Map, 192 

Close Combat: A Bridge Too 
Far, 23-4 

closed Beam Gate, 55 

Command & Taerkast map, 
138 

compass, 34, 46, 56 

conquer sectors along the way, 
46 

Contradistinction map, 189 

copy, program files, 26 

Create, 37 

create vehicle or building, 44, 
55 

Creation Energy, 58, 83 

Creation Meter, 90 

Creation Reservoir, 83, 84 

Cross Over map, 189 

Crybaby map, 184 

Cryogenics map, 185 

cycle through squad leaders, 
41, 56 


D 

Dark Valley map, 108 
Dark Zone map, 140 
Death Valley map, 162 
Debriefing Screen, 99 
defensive groups, 90 
Delete, 37 
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Deselect Units on Map, 51 
Desert of Madness, 173 
desktop, 27 

Devastators map, 205 
Direct3D, 17, 22 
direct-fire rockets, 77 
DirectX Media, 25 
dispatching vehicles, 91 
display resolution, 31 
display resolution bar, 31 
Dogfight map, 185 
dogfighting, 79 
Dragonfly chopper, 15 
Drak map, 126 

Duo map, 206 


E 

Easynet map, 206 

Eisenhans, 65 

Enable CD Audio, 35 

Enable CD Audio box, 35, 36 

Enable Force Feedback, 31 

Enable Force Feedback box, 
31 

Enable Joystick, 30 

Enable Joystick box, 30 

Enable Wave Audio, 34 

Enable Wave Audio box, 34 

End-User License Agreement, 
25 

Enemy Indicators, 34 

Enemy Indicators box, 34 

enemy vehicles, 77 

energy, 11 

energy, as key resource, 83 

Energy Beam, 85 

EnergyCreation, 85 

Energy Life, 85 

Energy Levels, 84 

energy management, 83 

Energy Manager, 56, 58 

Energy Manager bar, 46 

energy reservoirs, 85 

Enter Call Sign screen, 183 

equilibrium, 86 

exit, 25, 27 

Exit Mission button, 98 


Explore CD, 24 
explosion effects, 36 
Explosion Effects bar, 36 


F 

Falcon, 80-81 

Files Transfer Complete, 27 

fire machine gun, 44, 50 

fire main weapon, 44, 50—51 

Firebat Mnosjetz, 65 

Firefly, 77, 78, 89 

flak station, 92, 94167, 93, 129 

Force Feedback, 31, 215-17 

Force Feedback joystick, 17, 
50, 215 

Fort Bravo map, 192 

Fort Grenada map, 110 

forward motion, 42, 50 

Four Power Talks map, 193 

Fox, 74 

Friedrich Il map, 193 

function keys, 40 

Funeral March map, 194 

Fyugii, 62—3 


G 

Game Controls, 40 

Gauntlet map, 166 

geographic territories, 10 

Get Out of My Way map, 194 

Ghargoil, 62 

Ghargoil 2, 62 

Ghargoil 3, 61-2, 157 

Ghorkovs, 5-6, 10, 12, 18-19, 
53, 60, 62 

Ghorkovs Mothership, 70 

Ghorkov vehicles, 60 

Gigant, 60, 135, 141 

Go Amok!, 46 

Go To Load Save, 28-29, 37 

graphic textures, 35 

Great Confusion map, 130 

Ground Cube, 68 

Ground Unit, 60 


H 
H key, 56 
Hamburger Hill map, 156 


Hard Thing map, 120 

Heads Up!, 55 

Heads-Up! Display, 46, 56 

helicopters, 76 

Help, 37, 56 

Help buttons, 37 

Hetzel, 65, 138 

Horizon Depth, 33 

Horizon Depth box, 33 

Hornet, 77-79, 111, 113 

Host Station, 16, 40, 45, 57, 
68, 77, 81 

Host Station Life Energy, 58, 
83 

Host Station Placement, 87 

Hourglass, 67 

HTML browser, 25 

HUD, 46, 56 

Hurz map, 134 

Hyde Park, 28, 99, 100-101 

Hyde Park map, 100 


l 

Industrial Centre map, 170 

Inferno Map, 207 

Info keys, 46 

Input Config, 30 

Input Config Screen, 30 

input settings, 30 

Install Compact, 26 

Install Complete, 26 

Install Screen, 26 

Install Typical, 26 

Install Urban Assault, 22-23, 
25-27 

installation choices, 26 

Interglacial Map, 207 

Internet, 19, 21—22, 24, 38, 49, 
182-83 

Internet Explorer 4.0, 25 

Internet Gaming Zone, 19, 183 


J 

Jaguar, 73 

Jauntier Threesome map, 208 
Jazz map, 186 

joystick, 22, 33 

Joystick Commands, 50 
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Jump into Gun Turrets, 56 

Jump into Vehicle, 43, 56 

Jump to Current Squad 
Leader, 56 

Jump to Host Station, 56 


K 

Key Sectors, 55 

keyboard, 33 

keyboard commands, 40 
keys to the map, 52 

Kleine Netzigkeit map, 208 
Kreuzberg map, 209 


L 

Labyrinth map, 114 

LAN, 19 

Language, 39 

Language Setting Screen, 39 

Left, 43, 50-51 

Leonid, 64, 127, 138 

Level Eight: Labyrinth, 114 

Level Eighteen: Hurz, 134 

Level Eleven: Hard Thing, 120 

Level Fifteen: Two Hills, 128 

Level Five: Dark Valley, 108 

Level Forty: Parasite City, 178 

Level Four: Surprise!, 107 

Level Fourteen: Drak, 126 

Level Nine: Taerkastik, 116 

Level Nineteen: Moonlight City, 
136 

Level One: Hyde Park, 100 

Level Selection Screen, 27-28, 
37 

Level Seven: Checker Board, 
112 

Level Seventeen: Peacemaker, 
132 

Level Six: Fort Grenada, 110 

Level Sixteen: Great 
Confusion, 130 

Level Ten: New Stonehenge, 
118 

Level Thirteen: Pedestal 
Mountain, 124 

Level Thirty: Maze Wayz, 158 

Level Thirty-Eight: Slaughter 


Field, 174 

Level Thirty-Five: Smile, 168 

Level Thirty-Four: Gauntlet, 
166 

Level Thirty-Nine: Mission 
Possible, 176 

Level Thirty-One: Assi's Way, 
160 

Level Thirty-Seven: Desert of 
Madness, 172 

Level Thirty-Six: Industrial 
Centre, 170 

Level Thirty-Three: 
Mykophobia, 164 

Level Thirty-Two: Death Valley, 
162 

Level Three: Skull Alley, 104 

Level Twelve: No-Man's Land, 
122 

Level Twenty: Command & 
Taerkast, 138 

Level Twenty-Eight: The Loong 
Way, 154 

Level Twenty-Five: Sulog's 
Fine Thread, 148 

Level Twenty-Four: Sulog's 
Rising, 146 

Level Twenty-Nine: Hamburger 
Hill, 156 

Level Twenty-One: Dark Zone, 
140 

Level Twenty-Seven: Blue 
Casbah, 152 

Level Twenty-Six: Taer on 
Black Wadi, 150 

Level Twenty-Three: Sibuna, 
144 

Level Twenty-Two: Wide Field, 
142 

Level Two: Virgin Steel, 102 

levels, 10 

Life Energy, 90 

Life meter, 90 

Life Reservoir, 83 

Little Brother, 69 

Load, 37 

Locate Session box, 183 

Loong Way map, 154 

Lost and Found map, 210 


M 

M key, 47, 52 

Main Host Battle Station, 6 

Main Menu, 28, 49, 56 

Main Menu Screen, 27, 28-29 

map, 47, 52 

Map button, 13 

map icons, 54 

map keys, 47 

Map Lock/Unlock, 48 

Marauder, 80, 138-39 

Mean Green, 69, 70 

Merry Christmas map, 195 

Microsoft Internet Gaming 
Zone, 183 

Microsoft Urban Assault Web 
page, 24 

minimum computing 
requirements, 21 

Missile View, 47, 51 

Mission Briefing screen, 99 

Mission Possible map, 176 

modem, 19, 22-23 

Moonlight City map, 136 

Mothership, 70 

motherships, comparison, 70 

motion keys, 42 

mouse, 33 

mouse commands, 51 

Mouse Control Mode, 52 

Move Targeting Sights, 51 

multiplayer, 19 

Multiplayer button, 29 

multiplayer connection, 29, 182 

multiplayer game, 29 

multiplayer game setup, 181 

Multiplayer Level 1: Blitzkrieg, 
184 

Multiplayer Level 2: Crybaby, 
184 

Multiplayer Level 3: 
Cryogenics, 185 

Multiplayer Level 4: Dogfight, 
185 

Multiplayer Level 5: Airfight, 
186 

Multiplayer Level 6: Jazz, 186 

Multiplayer Level 7: Outback, 
187 
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Multiplayer Level 8: 
Sarlacc Pit, 187 

Multiplayer Level 9: 
Swarthiness, 188 

Multiplayer Level 10: Shootout, 
188 

Multiplayer Level 11: 
Contradistinction, 189 

Multiplayer Level 12: Cross 
Over, 189 

Multiplayer Level 13: 13, 190 

Multiplayer Level 14: 
Accounting Equation, 190 

Multiplayer Level 15: 
All Versus Mel, 191 

Multiplayer Level 16: City Killer, 
191 

Multiplayer Level 17: Clashing, 
192 

Multiplayer Level 18: Fort 
Bravo, 192 

Multiplayer Level 19: Four 
Power Talks, 193 

Multiplayer Level 20: Friedrich 
Il, 193 

Multiplayer Level 21: Funeral 
March, 194 

Multiplayer Level 22: Get Out 
of My Way, 194 

Multiplayer Level 23: Merry 
Christmas, 195 

Multiplayer Level 24: Net 4 2, 
195 

Multiplayer Level 25: 
Netropolis, 196 

Multiplayer Level 26: North or 
South, 196 

Multiplayer Level 27: 
Pneumoconiosis, 197 

Multiplayer Level 28: 
Powerplant, 197 

Multiplayer Level 29: Robot, 
198 

Multiplayer Level 30: Run to 
the Hills, 198 

Multiplayer Level 31: 
Rushhour, 199 

Multiplayer Level 32: 
Salivation, 199 


Multiplayer Level 33: Smear 
the Mykonians, 200 

Multiplayer Level 34: 
Stars-n-Stripes, 200 

Multiplayer Level 35: 
Steamhammer, 201 

Multiplayer Level 36: Templar 
Knights, 201 

Multiplayer Level 37: The 
Artificial, 202 

Multiplayer Level 38: The Last 
Stand, 202 

Multiplayer Level 39: The Net 
on Hill, 203 

Multiplayer Level 40: The 
Race, 203 

Multiplayer Level 41: There 
Can Only Be One, 204 

Multiplayer Level 42: 
Triplication, 204 

Multiplayer Level 43: Two 
Sides, 205 

Multiplayer Level 44: 
Devastators, 205 

Multiplayer Level 45: Duo, 206 

Multiplayer Level 46: Easynet, 
206 

Multiplayer Level 47: Inferno, 
207 

Multiplayer Level 48: 
Interglacial, 207 

Multiplayer Level 49: Jauntier 
Threesome, 208 

Multiplayer Level 50: 
Kleine Netzigkeit, 208 

Multiplayer Level 51: 
Kreuzberg, 209 

Multiplayer Level 52: Terror, 
209 

Multiplayer Level 53: Under the 
Gun, 210 

Multiplayer Level 54: Lost and 
Found, 210 

Multiplayer Level 6: Jazz, 186 

Multiplayer Setup Screen, 29 

Myko flak station, 153 

Myko Stick, 67 

Mykonian, 2, 6, 15, 66, 67, 
68, 70, 71, 123, 129, 


155, 161, 163, 165, 172 
Mykonian Craft, 66 
Mykonian flak station, 

129, 163, 172 
Mykonian Host Station, 

123, 155, 161, 163, 165 
Mykonian Mothership, 71 
Mykonian power station, 163 
Mykonian Radar, 68, 69 n 
Mykonians, 2, 3, 6, 10, 12, 18, 

19, 53, 59, 66, 67, 200 
Mykophobia map, 164 


N 

Net 4 2 map, 195 
Netropolis map, 196 

New Stonehenge map, 118 
No-Man's Land map, 122 
North or South map, 196 
Num Lock, 43, 48 


[e] 
Online Help, 

38, 49, 51, 211, 212 
Online Help (F1), 49 
onscreen map, 9 
Open Beam Gate, 55 
operating system, 21 
Ormu-Scout, 62, 63 
Otschko Spyglass, 65 
Outback map, 187 


P 
Parasite City map, 178 
Parasite Machine, 66 

Pause, 49 

Pause (P), 49 

Peacemaker map, 132 
Pedestal Mountain map, 124 
Pentium, 21 

Phantom, 63 

Pico, 75 

Planes, 80 

Play Urban Assault, 27 

Plot thems, 18 
Pneumoconiosis map, 197 
Power station, 88, 93, 94, 167 
Power Station, 54, 55 

power stations, control of, 88 


D 


Power Tools, 52 
Powerplant map, 197 
Proceed Directly to Target, 45 
Proceed Directly to 
Target (2), 45 
Product ID Number, 25, 26 
Production Credits, 213 
Program Files 
MicrosoftGames\ 
Urban Assault, 26 


Q 
Quit button, 38 


R 

Radar, 68, 151 

Radar Stations, 92, 94, 94, 95 

RAM, 21 

Readme File, 24 

registration card, 26 

Remove Urban Assault, 
24, 27 

Reserve groups, 90 

reservoirs, energy, 83 

Reset To Default, 30 

Reset to Default button, 30 

Resistance, 5, 7, 10, 12, 
18, 19, 53, 59, 63, 73, 75 

Resistance Craft, 73 

Resistance Helicopters, 76 

Resistance Planes, 80 

Resistance Tanks, 73 

Resolution, 31 

Retreat to Host Station, 45 

Retreat to Host Station (1), 45 

Return to Main Menu, 27 

Right (Move Mouse to the 
Right), 51 

Right (Move Stick to the 
Right), 50 

Right (Right Arrow), 43 

Robot map, 198 

Rock Sled, 76 

Run to the Hills map, 198 

Rushhour map, 199 


S 
Salivation map, 199 
Sarlacc Pit map, 187 


Save, 37 

Scout, 81, 133 

screen resolution, 31 

Screen Symbology, 55 

Search and Destroy, 46 

Search and Destroy (3), 46 

Sector Detail, 48 

Sector Detail (1 on Number 
Pad), 48 

Sector Detail (NUM 1), 53 

Sector Ownership, 48 
Blue, Resistance, 53 
Green, Sulgogars, 53 
Red, Ghorkovs, 53 
White, Mykonians, 53 
Yellow, Taerkastens, 53 

Sector Ownership (2 on 
Number Pad), 48 

Sector Ownership (NUM 2), 53 

Select 3D Device, 33 

Select 3D Device button, 33 

Select Units on Map (Left 
Button), 51 

Sensurround, 215 

Serp, 64 

Settings Screen, 31 

Shootout map, 188 

shortcut, 27 

Shuttle Keys, 40 

Sibuna map, 144 

SideWinder Force Feedback 
Pro, 22, 215, 216 

Single-player Missions, 97 

Situation Analyzer, 46, 56 

Situation Analyzer (F2), 46 

Skull Alley map, 104 

Sky, 35 

Sky box, 35 

Slaughter Field map, 174 

Slime Lord, 69 

Smear the Mykonians map, 
200 

Smile map, 168 

Software Cursor, 33 

Software Cursor box, 33, 34 

Speedy, 61 

Squadron Manager, 14, 15, 44, 
45, 56, 83, 89, 101, 153 


‘Squadron Manager (S), 44 


Squadron Manager icon, 14 
Squadron Manager Screen, 

45, 98 
Squadron Manager, 

utilizing, 89 
Stars-n-Stripes map, 200 
Start Urban Assault, 27 
Static, 67 
Static, 66 
Steamhammer map, 201 
Stereo Reverse, 36 
Stereo Reverse box, 36 
Stoudson bomb, 125, 143, 157 
Strategies (Online Help), 212 
Sulgogar Craft, 68, 69 
Sulgogar Queen, 71, 147, 149 
Sulgogars, 3, 6, 12, 59 
Sulog's Fine Thread map, 148 
Sulog's Rising map, 146 
Sun Tzu, 116 
Survival Card, 40 
Swarthiness map, 188 


T 

Taer on Black Wadi map, 150 

Taerkastans, 15 

Taerkasten airplanes, 16 

Taerkasten Craft, 63 

Taerkasten Flying Fortress, 119 

Taerkasten Host Station, 125 

Taerkasten Mothership, 70 

Taerkasten radar station, 125 

Taerkastens, 5, 6, 10, 12, 18, 
19, 53, 63, 64, 65 

Taerkastik map, 116 

Tanks, 73 

Target Down/Accelerate (Z), 43 

Target Down/Nose Up (Pull 
Mouse Back), 51 

Target Up/Decelerate (A), 43 

Target Up/Nose Down (Push 
Mouse Forward), 51 

Targeting Mode (Back Switch 
on Base of Stick), 51 

Targeting Sights, 56, 57 

Task forcing, 91 

TCP/IP connection, 182 
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Tech upgrade, 705 

Technical Upgrades, 92 

Technology Upgrade, 54, 55 

Tekh-Trak, 61 

Templar Knights map, 207 

TerraTools, 9, 40 

Terror map, 209 

Texture Filtering, 35 

Texture Filtering box, 35 

The Artificial map, 202 

The Big Mistake, 5 

The Last Stand map, 202 

The Loong Way map, 154 

The Net on Hill map, 203 

The Race map, 203 

There Can Only Be One map, 
204 

Threat Level, 60, 63, 65, 67 

Tien-Ying, 60, 141 

Tiger, 73 

To Gun Turrets/Cycle Through 
Units (F6), 41 

To Host Station (F4), 40 

To Last Message Sender (F8), 
41 

To Last Occupied Unit 
(Backspace), 42 

To Squad Leader (F5), 41 

Toggle Map Size, 48 

Toggle Map Size (5 on Number 
Pad), 48 

Toggle Map Size (NUM 5), 54 

Triplication map, 204 

Troubleshooting, 212 

Turantal, 143 

Turantul, 70 

Turantul Il, 171 

Tutorial 1, 97 

Tutorial 2, 97, 98 

Tutorial missions, 97 

Tutorial Selection Screen, 97 

Tutorials, 28, 38, 97, 98, 99 

Two Hills map, 128 

Two Sides map, 205 


U 
Under the Gun map, 210 
Unlock/Lock Map (NUM 4), 54 


Urban Assault, 9 
Urban Assault home page, 38 
User Database Screen, 29, 37 
Cancel, 37 
Create, 37 
Delete, 37 
Help, 37 
Load, 37 
Save, 37 


V 

Vehicle Identification 
Display, 56, 57 

Vehicle Information Display, 46 

Vehicle Management, 89 

Vehicle Status, 48 

Vehicle Status (3 on Number 
Pad), 48 

Vehicle Status (NUM 3), 53 

Vehicles, 55 

VID, 58 

View Demos, 23 

View the Readme File, 24 

Virgin Steel map, 102 

Visit Our Web Page, 24 


Ww 

Wasp, 76, 77, 78, 121 
Wave Audio, 34 

Wave Volume, 36 

Wave Volume control, 37 
Waypoints, 49 
Waypoints (Shift), 49 
weapon, 69 

Weasel, 74, 75, 138 
Wide Field map, 142 
Windows, 22, 24, 25, 38 


X 
X01 Quadda, 67 


Y 
Ying, 61 
your vehicles, 73 


Z 
Zeppelin, 64, 138 
Zoom In, 47 


Zoom In (+ on Number Pad), 
47 

Zoom In (NUM +), 54 

Zoom Out, 48 

Zoom Out (- on Number Pad), 
48 

Zoom Out (NUM -), 54 


Errata: 

As we went to press, several 
small adjustments were made 
to the game and it was too 
late for the printed version of 
this book to catch and change 
them. In Chapter 7, Dark 
Valley, we indicated that you 
beam in to the North of the 
power stations. You now beam 
in to the South. You will also 
now find a Stoudson bomb in 
Dark Valley, which alters the 
strategy accordingly. (Check 
Strategy Check in Level 29, 
Hamburger Hill, for advice on 
dealing with Stoudson bombs.) 
Finally, you should refer to 
your game CD for the most 
current information on enemy 
names, accessing the game 
tutorials as well as details on a 
third joystick button, now 
enabled, which is labelled 
Alternate Joystick Tank 
Controls. We regret any confu- 
sion. Robert Lock 
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underground bunkers—electronically : 

dispatching selected robotic vehicles into E. 


combat. You have been chosen to lead the 
battling mechanoids that can save the earth. 
MICROSOFT URBAN ASSAULT: INSIDE MOVES 


gives you all the inside secrets, techniques, 
and tactics you need to overwhelm the aliens 


and save the planet! You'll learn how to play * : x 
the Microsoft Urban Assault game as an The Inside Moves series provides game 


Action gamer, assemble your ideal fighting players with tips, tricks, tactics, and 
force from a huge variety of vehicles and strategies for Microsoft ga mes. 
weapons, and lead that force into real-time 


3D battle against attacking alien races. You'll About the Authors: 


Phill Powell is the author of Microsoft 
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Strategy Guide. He was senior editor of 
ePlay magazine, and he has served as 
project editor for numerous game books 
and strategy guides. Both John Cocking 
and Martin Davis have authored numerous 
and lightning moves you need to fight your game reviews and features for ePlay 
magazine and were contributors to the 
way OB Microsoft Press® book Microsoft Close 
Combat"—A Bridge Too Far: Inside Moves. 


also learn how to play the game as a Strategy 
player, marshaling your resources and plotting 
strategies to win the war, not just individual 
battles. MICROSOFT URBAN ASSAULT: INSIDE 
MOVES arms you with the strategies, tactics, 
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